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New faces at the Old Barn 

Future Publishing wilt soon have Co raise a new barn if this 
population explosion persists. Amsft&d Action started 16 
months ago with a staff ot three. Today 13 people produce three 
magazines here. 

Speaking of rising rapidly, hasn't your new editor? I'm Jim 
Nagel, who joined two months ago as sub, and have now taken 
over the chair vacated by Matt Nicholson. Mart is still here - he's 
in the next stall editing the new PC Plus. He gets his own stapler 
this month, and won't just be a supplement inside 8000 Plus, 

Richard Monte iro comes to AA z^er losing his A-;evei$to 
Arnold. He is our new Technical editor, having gained his 
expertise when he should have been preparing for exams. We 
were so impressed with Richard's sound digitizer when he 
came for interview (hat it ! s our cover-feature type-in. And guess 
who's our coverboy? Talk about fast fame. 

Andy Wilton has left Somerton for the metropolis to get his 
name in lights: you'll see it in the Amstrad section of Micronei. 
He's a technical writer there- This is one reason our Prestel 
mailbox - the number is on this page - is getting more use now. 
Andy's articles for Basic beginners will continue to appear in 
AA for the next month or two, 

Upstairs at the Old Barn, Kim Bale has joined the art team, 
She's a graduate oE Plymouth Poly and formerly worked 
freelance Irom home in Sherborne while looking after a baby. 
Now father freelances and tends two-year -old Timmy. Kim 
replaces G&&r£?& Murphy, who departed the drawingboard for 
f he bright lights of Bristol 




Who was on show? 

Our stand ai ihe Amstrad Show 
last month (sec report in 
Amscene) was often overcrow- 
ded with avid readers of 
Anwtrad Action, \i was a plea- 
sure meeting you all, and I'm 
sorry there was not enough time 
to dhat to everyone. Well, we 
have discovered our readers 
come in all sizes, shapes and 
ages - and t suppose you dis- 
covered the same about us! 

Game to help? 

Amsir&d Action is looking for an 
assistant games reviewer. The 
right person must live near 
enough to Somerron to be able 
to call in at the office al least 
once a week, and must be able 
to write to the exacting stan- 
dards of AA English - remuner- 
ation accordingly. \t you think 
you fill the bill, send the editor 
two sample game reviews. 

Cheat yourself 

And dep ed. Bob Wade asks 
EdLsnes to remind you ye! again 
that Cheat Mode cannot answer 
individual letters asking for 
help wilh games - even il they 
bribe Mm with a stamped envel- 
ope begging a reply. We 
wouldn't want to spoil the fun 
for you, rtor would we have 
enough month left to make your 
mega-mag, 



Digital conju^ng on the cover 

This month's cover is a bit oi 
magic by Trevor and team, 
don't yon flunk? It was done by 
first photographing Richard 
with an ordinary camera. They 
put the resulting colour transpa- 
rency onto a lightbox and foctas- 
aed a video camera on it. Thus 
two identical images were pro* 
ducedi one analogue and one 
digital. Wesscx, our colour 
originate!*, then blended one 
into the other lor the final reiuli 
you see up front. 

We'd like iq thank British 
Telecom aJ Bristol for loaning us 
the Auralile headset you see - 
also Thom-EMl of Wells for ano- 
ther one you don't. And Lsnnec 
Photographic and Technical 
Services Ltd (Midas Audio- 
visual} of Langport, Somerset, 
for the video camera that did 
the seeing. 
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Vera Cruz winners 

Five readers have won copies 
of the whodunnit game from hv 
fogrames as prizes in our Sep- 
tember competition. 

They are P Dowling of 
Maidenhead. Andrew Gray of 
Manchester, Paul Sweetman of 
New Maiden, Arthur Mazquez ol 
LqckXs and PA Rodgers of Ro- 
therham. Another long list of 
rural era- up will receive £3 
vouchers 
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The Old Bom's postbag h bursting again I his mon 
Thanks for the effort you put into these epistles - we're 
only sorry wg can't print more. Thanks too for your 
comments on the mag and suggestions for improve- 
ment: you might be surprised next month to see some 
of your ideas in print even if your letter doesn't appear 
here. 

Keep 'em coming - and remember, brief is best. 



Brummies and soldiers 
form Amstrad groups 

1 am in the proceaa oi forming a 
users club in Birmingham. 
Could those interested please 
write to me? Wo hope we won't 
have to charge anything Co join. 
We also hope to have access to 
a university which uses SI 23s. 
John B Woadv; 
54 Lockwood Road 
Northficld. Birmingham 
b:h JQD 

[ wonder if 1 might use your 
pages to let Armed Forces 
Amatrad Users kttOW Of the 
formation of the Services 
Amstrad Society. Recent re- 
search shows (here aiG well 
over 5,000 privately owned 
Amstrads in use in the three 
services, and I auspcert the fi- 
gure could be nearer £5.000. 
such i« the success ol ihgo. out 
standing machines. 

The Services Amstrad 
Society will bring together all 
thee users and provide a forum 
for the exchange of ideas, help 

with problem*, and a united 
voice to deal with softwra 
houses and our own masters. 
Any serviceman requiring fur- 
ther details of the society should 
wrise to me enclosing an sae. 
The Services Amstrad Society is 
feeing ran by servicemen lor 
servicojnen- 
C M Joint ( Lt-Col) 
Services Amstrad Society 
hexo* XX Centre, Slurry Rood 
Canterbury, Kent 
GT1 IBS 



Why not small ads? 

i rave subscribed to AA since 
issue 1 and I think it's pure 
genius. Could I make one small 
helpful suggestion - *hat you 



reserve one or two pages per 
month lor a selection of readers' 
advertisements. Fox a small 
chnrgc (cr if yau're really gen- 
erous, free) readers could ad- 
vertise things they want to swap 
or sell 

A lot of people can t afford £200 
foi a printer or £100 for a disk 
dr.vo. Fqr example [ would be 
willing to swap 10 (o 15 £10 Ad- 
Rave games - original, un- 
copied - for a GPC 464 printer 
or disk dove. 
Peter Day 

33 Drummond Read 
Birmingham, B9 5XJ 

At the moment, Peter* wo 
haven V got the staff to cope with 
the admin it would entail, Also, 
small ads for swapping software 
open up temptation for illegal 
copying. Like other magasm&s, 
we want to avoid that. As for 
hardware* we*re printing your 
address ttus time, 

3 thieRs for tape 

Y-ps, you have got a great mag. 




but so many people must have 
told you that you're going to get 
big-headed if you're not careful 

Why is everyone ao aiud- 
ous to give the poor old cassette 
the shove? The hardware is 
cheaper than a disk drive, a 
cassette is cheaper than a disk, 
and most of us lesser mortals 
can't afford the prices. Maybe 
you could do a census to find 
ou! how many of your readers 
do own disk drives. 

And can anyone come up 
with a poke to turn that blasted 
music off in Elit&? 
Alex Gough 
H at lings t E Sussex 

We make leguiax use of a lUi- 
vey Headbanger hat to keep our 
egos from Qver-Gxpsiiding - 
though they have good cause, 
Cass®tt&s a« stow and unreli- 
able, that's why, Wd agree, (hey 
are cheap. But the price of disk 
drives is coming down all the 
time. 

if you can f bear the music, 
why don h t you juat use (he vol- 
ume control? 



Loader lament 

I pin the multitude of people 
complaining about foreign 
loaders. I am not too bothered 
about headerl&ss loaders 
because on my system (6128 
and tape-recorder) most head- 
erless programs work, But the 
Firebird loaders are terrible. I 
have not yel got one of them to 
worlt, I have Thrust, Harvey 
Headbang&r and Spikey Harold, 
and you can't buy these 
programs on disk. It ^ al) nght 
if you have a built-m tape but if 
no! it's hell. 

1 know they've goi to keep 
ahead of the pirates, but does it 
have to be at the expense of us? 
Could you please say in your 
reviews if these loaders cause 
problems on a SI 2B or 664? 
Anthony Beck 
South Humberslde 

Hie problem ires with the vzim- 
tiih atdjustment on your f<apeoS 
eck, Firebird's loader is parti- 
cularly finicky- See this month's 
Problem Attic, page 34. 



Whodunnit? 

1 have seen The Fourth Protocol 
game reviewed {October AA) 
and I like the idea of K. But 1 
have read the book ap.d f won- 
der, will the characters whod- 
unnit in the book be the same in 
ihe game? In other words, will I 
know who it is immediately? 
Amyas Stephens 
Famliam, Surrey 

To be honest wo don't know 
because none of as have rend 
the book. But even tf you haw, 
you will still find the game a 
challenge. 



Leaderboardless 

Whal news of the to-be-released 
Leader-board for Arnold? US 
Cold was rather noncommital at 
the PCW Show, despite the 
flashy stand. The Amstrad ver- 
sion wasn't even on [he 
pricelisl, 
Peter Itf ewman 
Co. Tyrone 

Sfiti waiting for /r, still working 
on it A technical hitch, 

apparently. 



If s even simpler 

After waiting ages to get the 
disk version of Viper'aA^- 
jL^aoue Soccer U from you 
(because of delays at the soft- 
ware house) 11 finally arrived. 
However, there was a serious 
problem: the 'Save game' op- 
tion does not function. I have 
tried all ways - so have others - 
but! it is no good. As you prob- 



Penpals, please 

► Michael MeJlin 1 4 Camden 
St, Nelson, Lanes, BBS 0BL. 

P- Paul Mackenzie, 39 Mil- 
lers snook Ave, Lenaio, Scot- 
land, G« 

* Robert White, 1 Sunny bank 
St, Os»tt t Wakefield, W 
Yorks, WF5 8PE T is 1 4 and has a ! 

&] as. 

Chris Bajrben, Caretakers 
House, Wbiftstable CJ School, 
Oxford St, Whitetable, Kent, 

CT5 is IS and has a 464 

with lighlpen. 

> Jonathan Eland, 1 S tanned 
Well Drive, Horhnry t 
Wakefield, W Yorks, WF4 6BN 

wants lo organize *the country's 
latest and greatest penpal club", 
t W«yne GoL 111 Sjxod Dr, 
London, W3 QNY (01-993 6861) 
would love to know Arnold 
owners in the Ealing-Aclon 
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ably realise, unless you keep 
the computer on for weeks, the 
game is much less enjoyable for 
me, let alone the kids - impo- 
ssible to finish. 
Jenny Handles 
Warrington, Cheshire 

The problem in the disk version 
oiEoccer [] is an error in the 
instructions, according to a 
Viper man Don t 'Insert a blank 
disk' or 'the saved^game disk'. 
Simply use the same disk the 
program is on, 

Pre- Arnold peruser 

1 am very new to the wonderful 
world of the Arnold. In fad I 
haven't even bought it yet. I am 
going lo buy She 6128 in a 
couple of months, and already I 
am reading your great 
magazine. 

When are you going to do a 
review on the Graphics Adven- 
ture Creator Plus? I think (his 
might be the firs! program t 
buy. 

A suggestion] Why don't 
you devote a page of the mag 
for Arnolders to write in and 
ask other users for unwanted 
games etc. and also advertise 
their unwanted software and 
hardware? Some users may 
want lo sell some games or 
even swap them - 
Manej Miatry 
Leicester 

We look forward to publishing 
your type-ins when you finally 
do get your machine! Watch out 
for the Pilgrim's comment* on 




GAC-. He looked at the 
original version in January. As 
tor small-ads. see the next 
letter, 

(Apologies, by the way, MM, if 
we've misspelt your name No 
hassles reading the rest of your 
very n*aai handwriting, but your 
signature stymied us,) 



Remind me 

Why cannot some expert pro- 
duce a Lis! of memory coat for 
each 6138 command as was 
dona for the Spectrum? Or am I 
the only person with a 6123 who 
did not pay the inflated price 
just lo play games? 
Clive South ee 
Basingstoke, Hints 

Two books reviewed in the 
November issue contain just the 
sort of fable you 're after 



Getting back up 

I am once again annoyed to find 
"Booting CF/M' and Absolute 
Beginners" plus the music art- 
icles (Octoiberj printed back-to- 
back. This fouls up my system of 
taking out these articles for re- 
ference: they can'[ be sep- 
arated. Why not alter the layout 
to split them by a page of ads, as 
most other mags do? 

This is the only real moan I 
have about your mag* which 
more than covers everything an 
Amstrad owner needs. Con- 
grats on your new mag 8000 
Plus, which 1 ordered this 
morning, 
John Wallwork 
Warrington t Cheshire 

Tour new ed actually iried to 
please you this issue, keeping 
AB and CPM separate. But then 
along came eight more last- 
minute pages and an unbeliev- 
able repeat performance of jug- 
gling colour pages, ads, se- 
quence, left vs right. John, 1*1} 
send you 5p to photot.Qpy the 
hack of one page* 



Carve name in stone 

Isn't it amazing how dense you 
can be if you really try? J P 
Eldridge wrote to you (October) 
complaining about your review 
of Nuclear Heist and asked you 
eo print the author's name in a 
review. You replied that it's 
often difficult to tell who wrote a 
game. Mr E was writing to tell 
you who wrote the game: he 
did, What he wants is the name 
of the author of the review so he 
knows whose legs to break 
The review seemed fair enough 
to me. 

Can we see a comprehensive 
collaiton of Elite tips? Those of 
us who waited for the disk ver- 



ln visible bowl 

Could you please teU me when 
Superbowl will he released? 
The game has been advertised 
since December and meet rec- 
#ruiy «n the advert "Heroes and 
Villains' aJong with fl&mbo, Bat- 
man and K which are all avail- 
able. It haft been out for some 
time on the Srxfclrurfi and Com- 
modore, and (he TWO-pLayer 
game is excellent. It's, a shame 
that a good software house Jets 
consumers dawn by not releas- 
ing the games advertised till six 
months to a year later, I'm thin- 
king of Street Hawk and Knight 
Rider. 

David and Michael Pldduck 
Broads tairs, Kent 

A spokesttvan at Ocean said the 
conversion had to be aban- 




doned because of unforeseen 
and unsutmoontable pro- 
gramming difficulties. You*re 
right about 'teaser' advertising; 
you can believe it's out when 
you read our review. We take 
Ocean and all the others wilh a 
gram of salt. 



sion have just completed the 
in si jrnssior., are dangerous 3nd 
are wondering how the second 
mission starts. I note that ano- 
ther mag that still runs high- 
scores has claims for hundreds 
of thousands of credits. Is there 
any point pursuing cash or 
trying to keep a clean record? I 
thought the rating depended 
purely on this. 
D I Edwards 
Leeds 

Some programmers might not 
want their names carved on AA 
gJtavestcnes But in future we'll 
include an author's name in a 
review if it's printed on the 
package (as Jone Paul's was. 
spelt like that, now tfaaf we 
look). In most cases nowadays, 
however, tfiere is no one name. 
Often it*s a team rather than an 
individual. Frequently Arnsirad 
games are conversions from 
other machines: the original 
author has never touched an 
Amstrad. and the converting 
programmer has never had an 
original thought. 

Pets for sale 

We have bought a new big 
memory-fast Amstrad, and the 
difference is remarkable for our 
vast range of bridge* administr- 
ation programs, Anyone want .i 
Commodore set of working kit? 
No reasonable offer refused for 
the hardware and extensive 
software! Commodore 3032 with 
double disk drive and traclor 
printer. 4032 with single drive 
and printer - £730 the lot. 
Barnard Brighton 
Sheffield Bridge Club 
7 Thornscrtt Road 
Sheffield, SI IKK 

Welcome to Amstrad Action, 
Bernard, Something felts me, 
though, you're advertising in 
the wrong mag. 



Points for 
Re-actors: 

► FEINT your namo clearly 
if you want us to speil it right. 
You should see some of the 
signatures we gelt 

* A telephone number 
might be useful in case wo 
need :o chrcU son-.elhing 
before printing your icrter- 

► PJt&se don't expect md:v- 
idual replica, especially on 
games problems we get 
jusE too many tetters and 
would have no time left to 

_pul_out your favourite mega- 
mag, 

► If you have points for 
various de-p^ilments (eg. Pii 
grim, Typo-ins* Subscrip- 
tions, Mail-order) please 
writer them them on separate 
sheets of paper. Some mem- 
bers of rhe A A learn as e* free- 
range - they are not con- 
lined to stalls in the Old Barn. 
So if you expect one bit of 
papar lo be shared round, 

■ I'm afraid you multiply the 
chances of it getting lost. 
Make sure your name arid 
address Is on each, but you 
can post litem all m one 
envelope^ 



Confounded comms 

1 am impressed by your 'Day in 
the LiftV (November) and note 
one giarmg omission from your 
magazine. You mention your 
communcationfl equipment and 
its problems. However, despite 
scanning my past issues, I can- 
not delect one single word or 
article on the subject of comms 
With the widening range of 
modems and the software to run 
them, it becomes more nece- 
ssary to the Amstrad user to 
acquire mora knowledge about 
this means of talking to each 
other. 

E use % modem because 1 
am disabled. It beats CB radio 



i 
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any day, despite the telephone 
bills. Actually, it costs about 50 
pence per hour in the evening. 
That h s not so bad when you 
consider you can talk with 
people all over the country and 
even the world. You can get 
free programs and even more 
games. 

If 1 could Gnd your mailbox 
number printed in the magazine 
I could have sent this to you 
electronically instead of using 
the post office. So how about a 
regular spot? 
Gil Matthews 
Rochester, Kent 

You'll now notice our Presie] 
m*iibox number on the Edhnes 
page. Bui via it you wouldn 't 
have got this tetter into print, 
because haven't yet bean able 
to get text front there into cvr 
wordprocessor without more 
work than it's worth. But stay 
tuned; we're practising;. 

Captured by aliens 

With. Aliens: the- computer game 
on the horizon, people are giv- 
ing second ■opinions on the first 
game Alien, 1 have many very 
good games in my collection, 
including Maisport and 
Herbert's Dummy Run, but no- 
thing geis my blood going like 
playing Alien, People disliked it 
because it wasn't an arcade 
game or an adventure, it doesn't 
even involve much strategy - 
just do whatever is necessary to 
kill the blasted thing! But what it 
does involve is suspense and 
tension, After playing it I am a 
nail4esa nervous wreck ready 
to be strapped into my bed for 
the night It is the best buy 1 
ever made for a micro: ZX81, 
Dragon or CFC, 

Although the film Aliens 
wasn't as good as the first one, 
the computer game could be a 
nail-biter of epic proportions. 1 
hope that Electric Dreams is up 
to the task. Meanwhile 1 thank 
Argus Press and look forward to 
saving lovely Ripley from 
hordes of double-jaws! 
Sebastian Aston 
London W2 

An Action taskforce is blasting 
off io WE to rescue Sebaston 
from the aliens forcing Mm to 
write this. 

Abandoned 
Aberdonian 

It is a constant disappointment 
that 1 can't get any of the current 
software you review; I'm not just 
complaining about Aberdeen, 
but also Glasgow and 
Edinburgh, both cities that I visit 
on a fairly regular basis for my 
work. 

A13 the software advertise- 
ments are for companies in the 



Midlands and the South of En- 
gland. It's just not possible to 
travel 300 to SOO miles south to 
view a new software program, 
including games - 
Gould your magazine help out 
on this? Do a survey of shops in 
Scotland and the North Of En- 
gland and compare it with the 
Midlands and the South, 
William Snell 
Aberdeen 

This is surprising, in view of this 
month s north-of-tho-border 
cover feature. And if you feel 
far sway, just look at tite next 
letter. 
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Kiwi kudos 

Wow! What a mag? tt's only the 
third issue I've received, and 
I'm hooked. I've stopped my 
ACUs so I can get the Anxstrad 
mag. 

But now the sad part, In New 
Zealand it costs the equivalent 
Of £3! It lakes three months to 
receive- an issue [on the new- 
sstands]. By the time it gets here 
any competitions have been en- 
tered, awarded and forgotten. 
We miss out on any heebies. 
(Have you a spare copy of 
Covenant going begging?) And 
finally, there's only a 14n-S 
chance of picking up an issue - 

Mo$t of these cannot be 
helped by AA, but you could 
make overseas competitions 
where we have four or five 
months leeway. 
Shane Morgan 
Auckland 

A copy of Covenant is on its w&y 
down under, Shane. And a copy 
of this issue air-mail so you 
won't miss seeing your name in 
it. Mug us again in a few months' 
time about your competition 
idea; it has merit. 




Take a butcher's 

Beef up the magazine! In the last 
six issues there has been a gov. 
era] decline in the number of 
pages. Do something about it 
JuLan Caf ear 
London SWi 4 

Ayc„ aye, sir! Editor reports 
there are J t$ pages this issue. 

Part of the reason for drop 
in page count two and three 
months ago was the departure 
of Joyce io her own title-* 8000 
Plus, A r ow, even though 
AmsTrad Action is devoted ex- 
clusively to Arnold* only issue T 
out-beefed the one m your 
me#thp&kw r sir. 

Happy reader 
offers goodies 

When 1 first got my G 129 I took a 
quick glance at the T-nuUioti- 
page manual, I quickly found 
AA and read it instead, My 6123 
no longer seemed like a UFO - 
more than 1 can say for the two 
other computers (Texas Instru- 
ments and Sinclair Spectrum) ] 
had before, 1 hope you keep up 
the brill work. 

To show my gratitude, any 
reader wanting a poster and 
window-sticker or two (free!) 
from various software houses 
should write me. The day I re- 
ceive a large self-addressed 
stamped envelope is the day T 
wiH send the posters otf . 

Readers in the northwest of 
England wiU know me as Soft- 
Byte Enterprises {as seen on 
Granada Reports}, 
Colin Rick wood (age 15) 
149 Skipton Road 
Colne> Lanes. 
BBS ONY 

No sleep on Mars 

After drawing a large map and 
spending a lot of time blasting 
sept warriors, I am stuck on 
Marsport. Many of the new pro- 
blem areas that [ have found are 
proving too much tor my single 
brain cell. I wonder if you or 
any of your readers could 
please tell me how to enter the 
chemists, plant room, hothouse t 
ox how to enter (safely) the dan- 
ger rooms wher$ sonic booms 
and radiation bombs are acti- 
vated- 1 would be delighted if 
someone had the solutions to 
those problems because I've 
been losing sleep not knowing 
the answers. 
Matthew Holley 
£5 Lansdownc Lane 
London SEI BTN 

Better brew more black coffee, 
Matthew; yon won t get the so- 
rations from us, if we answered 
all the letters we get about 
games, we would sprit the fun 
for other readers, not to men- 
tion have no month left to write a 

* m so Twr* 



megamag. But your situation 
sounds so serious we are print- 
ing your address lor a possible 
pen-pal to rescue you. 

If the name flits 

I was looking through the games 
at my local computer shop. 
Splitting Images was £6£o and 
the same game under the title 
Split Personalities was £3 M. Do 
we pay £3 for a different cass- 
ette cover? 

Can any mad icbot sell me 
AA issues 1 s Z and 3? If anybody 
writes, state how much I have to 
pay. 

Michael Mellin 
4 Camden Street 
N#ison^ Lanes. 
BB9QBL 

Dotnark had to wiredraw Splitt- 
ing Images because it raised L 
with the TV puppets. The game 
was re-issued with the revised 
title. Recommended retail price 
either way was £9 (less the ob- 
ligatory bob), so if you saw it for 
16 your local retailer was offer- 
ing a bargain. 

The Old Sam stUl has back 
issues of AA 3 m stock, but 
we 're now out of issues 2 and 2. 

Questions in Eire 

What is a cloaking device' m 
the Elite Up (Cheat Mode. 
AA11)? 

VYhai is the meaning of 81 % 
for Jack the Nipper?! would buy 
it right now except for your 
rating. It's original, funny, witty, 
and y et 

Re-Action is stowly bi&t 
surely shrinking, Please stop. If 
this continues, we'll be able to 
say nothing. 

To software marketing 
people; give Ireland a break! 1 
live near the towns o{ Mitchel- 
stown atkd Fermoy, I went into 
two shops selling software: 
Sorry, we don't stock Amstrad 
software- ¥ We have to I ravel 32 
miles to Cork to get overpriced 
software at ripnrff prices. One 
Irish pound is worth BOp ster- 
ling, and VAT here is 3B%. 

And to mail-order advert- 
isers: 'Europe 70p for post and 
packing" doesn'T mean much to 
Irish users. Does UK mean Great 
Britain or the British Isles as a 
whole? 

Mark Dow ling 
Castlernartyr, Co. Cork 

Tim cioakmg device is some- 
thing you can pick up from a 
special mission in Elite* Jo make 
your ship in visible. 

At 81% the kiddie psycho- 
path got an AA K&ve. What 
more do you want? 

If anything Re-Action will 
be growing m future. We're 
even printing- your letter^ Mark 
(albeit some what shrunken -buf 
you did rather blarney on). 

If you can't persuade your 




Kat Trap is the winner of the "Crash Magazine" 
'Genesis' competition. This game was selected out 
of 4000 entries and has been programmed by the 
top rated Design Design team, (need we say more). 




Spectrum 48/1 26 
AmstradCPC 



Programmed by 



£8.95 



STREETWISE SOFTWARE (S A DO MARK LTD LABEL 
204 WORPLE ROAD, SW20. LONDON 01-947 5826 




An Amstrad 
like you've never 
heard it before: 






Inlrodueing Music MflchinerThe incredible new add-uri 
that transFEirm^ Iht* Afiislrcid inlu a powerful music computer. 

A host nf exciting musical features makes Music Machine 
the most complete Amstrad music package ever create! 

There's sound sampling, the latest btnz- 
word in el^cirunic musk thai lets you record and 
pi iiy unj natural sound at rlifFerenl pitches. (Use the microphone 
tu pick up anything from a whistle 1 tn a harking dog). 



1 




Eight Yoicr^ created entirely by Music Machine includ 
ing drums, piano and synthesiser- edit them, or create new on 
A powerful drum section with real sounds and a rhythm edited 
And Tor budding composers, puwerful professional 
features like note and tune editing, playable oither frni^j 
Ihe Amstrad itself" or o musk keybuord. 

Enthusiasts will appreciate the ability in link with olhr 
instruments via MIDI (the prufmional music interface) an 




effects like reverb and echo. 

Nun- musicians will find the fast menu driven graphic 
allow sounds In In 1 l Tea led and songs composed in minutes. 

While everyone mil uppmiale the breakthrough nrke 
of just £49,95j including an illustrated yser guide, microphone, 
headphones socket and demonstration recording. 

A complete Amatnid music system fram around £50? 

Something else we're sure you've nevra? heard before. 



Ftam Electronics (Fleet) Ltd, Unit 16, ftedfields Indusiri&l Park, RedfiHd Lane, 
Church Cmkbam, Mdersh«i Hams, GUIS iron. If I mm] 



Plrost 1 rush Music Machini 1 for Amslrad. CI Tape veniun al £4945. 
□ Disk ^Trains al E5 4 Wi>. vh, Add £1 p*p (£3 oversws} D I endue 4 
rhri i - Her .._ ! "'h ■-,>■ v k. 13 X 

1 I i buiivl^ / / 

NAME 



POSTCODE 



if'i 



24 Hrnir ri^sp#ir#L F*w jiosld unkis uiid umlifc ^urdv (7 d&y&fcr cheque*). Music Mtehint 1 31 fn!l> 
^niliMililK niiMhe Amstnd 131 4b4. 664 ami 6126, 

Hum ElHIfflutl iFtal! Lli| r D^pl M Unit It MfjeWji Indinlrul Part, IMfcfid LtlH 1 , 
UhuHh IVueUfcm. AJdEnkn. Hank GUIS OftF /(EtJ^i r™ 
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GAMES AT THE 



SPEED OF LIGHT." 




SHOCKWAY RIDERS arelfce picWbi tbe 
street ganq:-; ATHLETIC, AGGRESSIVE & 

ARROGANT -'aa they cruise along the 



LIGHTFORCE for VENGEANCE 

LIGHTFORCE is the Punishment Arm of 
Galactic FiqhUii Command. 
When a Terran settled system at the edqe of 
the qaiaxy is seized by an alien force, retfenge 
comes in the form of a lose 



LIGHTFORCE fighter 
LIGHTFORCE confronts alien in a dazzling 
battle above thf; strange landscapes of the 
Jce-PlaoeUhe jungle Planer, Alien factories 
and ihf: impassable Asteroid Belt. . 
LIGHTFORCE — at the speed of Ligh t i 
from FTL 




t»ple-speed moving walkways that circle 
the great MEGACITYS-ofihe 21st Century. 
THE ULTIMATE AIM OF EVERY RIDER 
m to go "FULL CIRCLE 1 ' - to do that,he musf 
fight off the- Block Boys. the Cjdps and the 
Vigilantes - as wel 1 as negotiating the Speed 
Traps and Rider Ramps erected by the angry 

local restf ents! 
SHOCK WAY RIDER is the most anginal 
arcade game of the yMr - 
THE ULTIMATE FUTURE SHOCK!! 




UGHTFORC* AVAILABLE SEPT. '86 ' 
SHOCK WA Y RIDER AVAILABLE OCT. '86 

SPECTRUM £7. 95 
AMSTRAD fir COMMODORE E8.95 



FAST Eft THAN • LIGHT FT L faster than light, carter fol us group of companies, 

SEOGELEV ROAD EAST. TIPTON. WEST MIDLANDS DY4 7UJ. Tel: 021 557 2501 (4 lino») 



RE-ACTION 



!acai shops w slock Amstrad 
software* mait-order sounds 
your best bet 

Finding out whether Eire 
post is charged at the UK rate or 
the Europe rate led to a rather 
Irish situation (or is the word 
Euracratic?) wh&n w& rang the 
GPO in /our different areas. 
When you ssked* tetters could 
he posted to Southern Ireland at 
the inland rate, won though it is 
not part of the UK. Eire, how- 
ever, is now part of the EEC. 
Now rates go into effect on 30 
October, but GPQ headquarters 
had not yet told its district* how 
much. It's most unlikely they 
will bo less. 

Wo agree with you that ad- 
vertisements could bo worded 
more specifically. 

Won, but waiting 

Thank you for such a. wonderful 
mag. A special thanks to the 
Action Test, which is first-class, I 
will not purchase a game with- 
out first looking ai it 

Please can you explain why 
I haw not yet received my prize 
from the Fighting Fit compe- 
tition of July's issue of AA? I get 
a great pleasure in doing all 
your cornpSp and never won 
except this. 
S F owe 11 

Dagenham, Essex 

] noticed in your September 
issue that I had won your Fight™ 
ing Fit competition. Unfortunate- 
ly there has been nothing 
through my letterbox to confirm 
this « ie, a prize. Does this mean 
our beloved post office has once 
again muffed it or have you not 
senl them out yet? 
Rob Mundiin 
Portsmouth 

We confess. The delay in send- 
ing the FF prizes was our fault* 
We sent the list of winners' ad- 
dresses to Melbourne Mouse in 
m!d-September t who sent it on 
to their warehouse for mailing, 
You should have received your 
kung-fu disk by the time you 
read this. We're taking action to 
make our gdmin as wonderful &9 
Action Test. 

And for the heads among 
you awaiting your Harvey Mead- 
banger hatSt Firebird is seeing 
to it. 

Parallels multiply 

L read with interest Mr Tytes 
letter (Reaction p October) about 
the supposed simJariiy be* 
iween Mastenronic's Sadzone 
and Artisoft's Scour Steps Out, I 
reajly don't see why he picked 
Oft these games. Has he never 
noticed any sinulariry between 
games such as Alien 8 and 
Kmghttore, those in Amsoft's 
Eoland series, the Wally saga, 
and of course all the recent 
Marble Madnem clones? 



I actuality own both Radzone 
and Scour, so J am not jual going 
from screen shots. None of the 
13 screens of Scout are re- 
peated in Radrone** 43 screens, 
nor are any of the Times similar. 
Radzone also has sprite-plane 
effects, redefinaMe keys, bar- 
graphs etc. 

The only similarity I can we 
is that both have the same dist- 
inctive graphic style, and that 
the authors' n antes are the 
samel 

Dean Covil 

Boat Ie* Mersey side 




* I t^iH^pHo WAT ^ve 



Design a desk 

I have owned an Amstrad CPC 
464 since September 1984 and 
am very happy with it. As time 
went by I decided to expand the 
system. Now I havfc the micro 
and green screen plus a light- 
pen and joystick and DMP 2000 
printer. I am having problems 
fitting al] of this hardware onto 
the table. So I need a new desk. 

T have looked around and 1 
cannot find one which will suit 
Arnold. Most of the desks which 
are supposedly Anisfrad com- 
patible have the keyboard on 
one level and the monitor high 
above, Now Arnold gets an- 
noyed when his VDU friend is 
too far away, sa he pulls out the 
power connector to spice the 
owner. The Amslrad really 
needs a large flat table for the 
keyboard and monitor and a 
plinth (optional) for a printer - I 
enclose an example sketch. 

Could ygu tell me tf 9UCh a 
desk exists? 
Trevor Atkin 
Kesby, Lines 

Yes, Arnold is rafcfw tOO atta- 
ched to the monitor. We bought 
some extension cables at the 



Amstrad Show to make room for 
serial interface, rofli boxes and 
all the things that oome between 
them. Perhaps there's a wood- 
worker among our readers 
wnod like to draw up do-it- 
yourself plans for an ide&l 
Arnold desk r to be published in 
a later issue. 

Tell me another 

I think you can scrap your hi- 
a core table. Don't you dunk it's 
an opportunity just to let people 
lie? But you won s t listen so I'll 
icJ3 you I've made *3Q,2SG on 
Gunfrighs and killed two gangs 
and two other cowboys;, so print 
That- 

Riehaid Potter 
Telford, Shropshire 

Sounds like you 've been print- 
mgrnoney. 

Moral issue - more 

Liam McMasier says {Reaction, 
October) that A young children 
will play the game:, and so nu- 
clear annihilation wiU become a 
casual thing/ He ends his letter: 
Think about ill 1 

[ wonder if he has ever 
thought of all the 'killing' and 
'dying' which play such a large- 
part in so many computer and 
other game a, You start the game 
with a certain number of 'Lives' 
and then proceed to destroy or 
kill the aliens or whatever. 
When you make a mistake you 
lose 1 lives' until 'No lives leff or 
'Game ovei" - ie, you are dead, 
Isn't mis treating life and death 
casually? 

H a child is being brought 
up to respect and value all 
forms of life, he or she should 
regard this as fantasy. Surely we 
all have a liking for a certain 
amount of farUasy. 

Fm opposed to most forms 
of censorship for adults, 
whether it be computer games, 
books, films or whatever. 

Fm not a parent {I'm a 44- 
year-old single woman - no 
children) but J do te&i that pa- 
rents should do their best to 
bring their children up to re- 
spect life (their own and other 
people's) and things, and to 
teach their children to think for 
themselves. 

With the exception of chess 
I don't think that young children 
(ie. under 12 or so) should play 
computer war games. Most chil- 
dren of this age are simply not 
mature enough to realise the 
implications of the b&tfle they 
are fighting, were it (O be real- 
Tine thinking-for- 
themselves bit comes when 
their friends have the game - 
Theatre Europe Or Whatever: if 
they don't like it they should be 
able to say so and get support 
from their parents. Wo live in a 
nuclear age so childr en wiU ask 



parents and other adults difficult 
questions - children have been 
asking their parents awkward 
questions since time began! 

I d like to add th&t I play a 
fairly wide variety of games on 
my CPC464: arcade, adventure, 
ahoot-envups. 1 also enjoy 
playing about with graphics and 
music, although I am no com- 
puter buff, f also occasionally 
play war games. 

But my approach to the few 
war games I possess is more 
serious and thoughtful than to 
SiarstrikeffOT Sorcery* 

Perhaps we ali should work 
out what we think about nuclear 
energy and weapons. 
Jean B enfold 
London 5 W2 

1 bet Idam McMaster has sat at 
home and enjoyed watching 
films such as Rarnbo, Firefox, 
The Third World War and many 
James Bond films. PES does state 
in the instruction booklet to 
Theatre Europe that war is bad; 
the game was made so as not to 
degenerate into nuclear ping- 
pong, Mr McMaster should ring 
C0BQ3] 66 6403 And listen? 

Anyway, megame. I find 
thai your Mastergame varies too 
much: one month an adventure, 
next a war game, then a shoot- 
em-up etc. Perhaps you should 
have a mastergame in each dif- 
ferent category. 
H Heane? 
Edinburgh 

There just aren *t enough games 
released every month to hav& 
more than one Mastergame. 
There may be months were no- 
thing rates the title, So the 
award Is for the one best game 
overall Besides, variety is the 
spice of life, all text and no 

shooting maJces i? a dull boy, 
etc. 

Dummies blame Toot 

Cheat Mode in August printed a 
poke for infinite lives on 
Herbert's Dummy Run. Alter 
typing it in and Irying to load 
the game witti no luck, I deci- 
ded to look at the rest of the 
pokes. s Ahl' I said P 'a poke for 
The Covenant. That's at range? 
this looks familiar.' No wonder. 
It was the exact same poke as 
the one for HDS, I typed it in 
.ind tried The Covenant. It 
worked perfectly. So what hap- 
pened to the poke for Herbert s 
Dummy Sun. Please, please 
could you print it as 1 can't seem 
to get anywhere with (he game. 
Eric Campbell 
WlrraJ, Merseyslde 

Sorry 7 Eric, Toot was helping 
Trevor paste up tfraf page and 
lud Herbert's dummy We 
haven't been able to find it 
since. Dummies are we. 
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Games on the way from 
North Pole programmers 



Yon lucky "oi are En tor d jary 
hot Christmas. Some of the 
games appearing look very 
exciting indeed. You thought 
you had seen the lot - you ain't 
seen nothing yet. 

No Amstrad owners in their 
right mind will warn to miss 
Heartland - one look at this 
arcade adventure from Odin 
and, at jure under £ 10, you will 
be screaming for it. Absolutely 
astounding graphics and ... 
You 1! just have to wait till nexl 
issue's big review. 

Christmas lime :s most de- 
finitely cortipilanon lime. 
Several corn.par.ics art? contend- 
ing this year. Virgin's jVotv 
Games J (just under £10 again) 
includes one of the all-lime 
greats, Sorcery^ » well as 
Codename Mar II and 

Keeping up the tradition is 
Beau-Jolly with 10 Computer 



Amvtrocf CPC 



/fires' 3. On (his mighty cassette 
pack, you can find Herbert's 
Dummy Jtun, On th& Fun and 
Cauldron - something for 
everyone, 





4 'M'^ I- ■.— . '*. 



It juat wouldn't be Chris- 
tmas without They Sold a Million 
3 (£6.95 cassette. £14.95 disk). 
This year's contents include 
Fighter Pilot, Rarnbo, Eung Fu 
J^fester and Chostbuster. Now 
that can t be bad, 

Mastertromc, not wishing to 
loft in the cold r is launching a 
series of games. Project 
Amoeba, judging from the 
screenshot we have, looks very 
promising. Have you heard that 
King Zub has had One of has 



The Sth 'Official* Amstrad Com- 
| puter Show was a larger suc- 
cess than ever, with people bus- 
tling in aU comers of the 
Novoiel showroom suite in Ham- 
mersmith, London It was hard 
work at times trying to get a 
close look at th& many weird 
and wonderful; products on 
offer. 

The flinsttad stand was 
overflowing with enquires on 
the new PC. Several of the IBM 
clones were on display that first 
weekend of October, with im- 
pressive. buvsin^Es software 
packages running - however, I 
did catch a glimpse of 
Microsoft's Flight Simulator /ion 
one machine. 

As usual the show was 
dominated by hardware add- 
ons, plug-ins, do-whats - you 
gel the general idea< A Jot of 
new business-software hoiyres 
are creeping into the picture, 
what with the 8000 range and 
now the appearance of the PC. I 
noted that much oi this software 
runs under CP/M Plus (version 
3.1) and will therefore, possibly 
with aome reconfiguring, work 
on .6128 madunjos/ 

An Amstrad show couldn't 
really be called an Amstrad 
show without the noisy AJligala 
stand. True to form the crocs 
from Sheffield were showing 
their latest and past greatest at 
full bias I . Besides JjtlercejtforV 
the only other games software 
people present were Design 
Design - Vm sure a few more 
big 1 recreational 'software 

houses at the show would be 
welcomed by the Ants trad- 
ucing public. 

DK r Tronics had a very 
smartly attired bunch of people 
from Croat Yamouth - alt in 
black t-shizts sporting >he com- 
pany logo. Their stand, with 
matching black background, 
showed off all their previous 
products with a fine selection of 
the new - such as a gadget that 
turns your monitor into a televi- 
sion (A colour monitor can re- 



ceive colour pictures; green- 
screen users will get pictures in 
green- and- ... urn . , .green) . AH 
this for £70. It's not cheap, but 
then picture quality Is fairly ex- 
cellent. DKTronics* other pro- 
ducts are aimed at PCW users. 
Among these were a clock card 
and a programmable joystick 
Interface combined with a 
sound generator for the hitherto 
voiceless Joyce, 

With all the rorn-boards 
available, not to mention kits to 
make them yourself, you would 
think anyone trying to promote 
a new board has etcher cracked 
up or has produced something 
quite astounding, I think the lat- 
ter is correct for Britannia Soft- 
ware, With some very clover 
address fiddling, this Cardiff 
firm has built a board that allows 
an amazing 14 roms to be in- 
serted. Only owners of the 464 
will appreciate the wonders of 
this board, as it was originally 
thought impossible to have 
more than seven roms plugged 
into these machines - it is & 
fairly simple matter on 664s or 
&12&L Britannia's boaid, at £40, 
is not the cheapest around, but it 
has tli£ most to offer. 

Arnor will have Model Uni* 
verse ready very shortly. It is a 
throe-dimensional drawing sy- 
stem that can rotate 380 de- 
grees, zoom in or out, and use 
any of 27 colours. It is compat- 
ible with the AMX mouse. In- 
cluded in the package is Gatec- 
rasher* a strategy game. 

Amor, from Croydon, 
besides demonstrating its rom- 
based wordproccssor Froiext at 
the show, had another rom up 
its sleeve: BCPL is coming very 
soon. BCPL is the language (hat 
formed the basis for C. It is 
block-structured into proce- 
dures - similar to Pascal, It gen- 
erally gives good machine ac- 
cess: the stack, for example, is 
easily manipulated . 

The Electric Studio of Letch- 
worth F Herts, had various new 
products, rnostJy aimed at the 



crown jewels stolen? Awful 
tiadgedy. That's why Private 



Zub from 'the glorious army of 
Zubl 1 is sent out to retrieve 
them. Confused? So are we, but 
that unfortunately is all there is 
go en at the moment. 

Sepulcn (odd word) is the 
title of the next offering from 
Ariolasoft The 
closest thing my 
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PCWs. There was a lightpen, 
mouse and video digitizer. Thi? 
video digitizer comes in two 
models, om for the PCW and 
the other for the 8126. The 61 28 
version uses the extra memory, 
and consequently can display 
up to 12 frames & second (the 
screen size Is understandably 
half normal size). This kind of 
technology will set you back 
£100. 

Eombo H from Livingston in 
Scotland, was also demonstrat- 
ing a video digitizer. We look 
ore back tg Somerset with us to 
do the cover of this issue, It's 
reviewed on pages 24 and 33 - 
we liked it, 

Thinking of getting a sec* 
end drive? Silicon Systems of 
Manchester offers a choice of 
Two. One of them is the £90 
Amdrivc. This unit is ideal for 
864 and 61&B owners as it s de- 
signed to fit neatly on top of the 
bu,ilt-in drive. The second of 
these drives jg the Mega Drive, 
=c £229. As the name suggests, it 
has a million bytes of disk 
capacity. It uses 5,25-inch disks 
and can formal 80 Hacks, 
double-sided. 

Remember the revolution* 
ary expansion ram thai The Ger* 
man firm Vortex brought out 
about a year ago? Well theyVe 
certainly been fiaissig in the 
Black Forest, constantly striving 
to produce b&lTgr, more power- 
ful hardware devices tor your 
Amslrad. They market in the UK 
through Viglen of Hanweti* Lon- 
don. The list of add-ons ts so 
long and impressive that I can 
give only a quick description 
now of some of the products and 
promise a fuller look in a later 
issue, 

To whet your appetite, the 
new items from Neuenstadt inc- 
lude both 5.25- and 3. 5-inch disk 
drives, {It was thought that 3.5- 
inch disks were impossible on 
the CPC machines - again Vor- 
tex has proved the textbooks 
wrong. } These can be either 
*uig;e or dual drives, giving 



Hardware 
showdown 




AMSCENE 



1987 signs point to th& Royal Amstmd Action computer show. 



JQSk and I AM formatted capac- 
ity. A 20-megaby te hard disk is 
also on the shelves. 

Use re of the 6128 must have 
been envious for a while: 512k 
available for both the 464 and 
6S4 while they were left with 
133k. Sulk no longer; there i* a 
special ram-expansion board 
just for you. But there's a price: 
£139, Vortex products may be 



eiceptionaj in performance*, but 
they also have exclusive prices! 

It was certainly a jam- 
packed show, with many new 
exhibitors - I tried to get round 
to aJQ but time was not on my 
side. Judging by the support 
and enthusiasm shown by 
everyone, the Amstzad ma- 
chines have a long way to go. 



^pfcLcneckei suggests is a bur- 
ial ground or grave - spelt 'sep- 
ulchre'. Sounds enticing, does it 
not? Vm sure you'll forgive them 
the error of their ways - after all 
it :s an American company, 
Ar solas oft comes up with some 
very exciting stuff in the next 
few months, including The Cen~ 
mn&nsand The Gfia/Jengre oftfia 
GahoiB [Gobots go botty - 
yeahl) 





Another very exciting 
graphical arcade adventure will 
shortly hit the streets: Fira/ord 
from Hewson. There are 800 
beautiful locations, set in the 
medieval land of "Toroi 1 . You 
take the rote of Sii Gal shear ; r 
who must rid the land of all evil. 
(Now where have T heard thai 
before?) It Looks good, certainly 
not something you should pass 
by. 




The Edge (nothing to do 
with U2) k is all set to release the 
follow-up lo F&itJighi - with the 
original title FmrMgkt H. This 
begins where the prequel (?) 
left off. It"s all outdoor scenery 
in enchanted fores cs K searching 
for the Book of Light. P&lifron 
should be on the stalls soon. 
Programmed by One of the 
GOF t it's bound to be fantastic. 

As you can see by that im- 
pressive Us! K there can be no 
cause for tears this Christmas, 
The games market for the 
Amstrad seems to be at an all- 
time high, and the standard of 
programs is getting higher and 
higher. 



Are you a champion? 

The time to prove your blasting 
prowess is neanng. Mikro Gen. 
ihc organiser of the National 
Computer Games Champion- 
ship, holds the final on the Guy 
Fawkew Driy. B November, -il lh*j 
Savoy Hoto] in London 

There will be a new game 
at the final, which means no one 
will have an unfair advantage. 
The number-one champion will 
receive a copy of ail the Mikro- 
Gen games, an impressive 
trophy, a healthy £200 in the 
bank and national fame. 

Can you resist the chaJ 
Is nge? Gss ymn okl shoot-em-' 
ups from under the bed and 
start blasting. Who knows.! JFW 
may be the next here 
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Officially licensed coin-op game from Nkhibutsu. 
Follow up to Moon Crests. Now for your home computer. 
Pilot your space fighter over the planet eliminating all alien life forms on its surface. Build up fire 

power on board as you dodge missiles hunched from land silosand undersea bunkers. 
Face the giant Death Star at the end of each orbit You will need nerves of steel to pass this test! 

JmaglneScftwrawH 994 1 Limited S343939 



# CREATE YOUR OWN DESIGNS .IN 
THREE DIMENSIONS WITH ' 
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: palfes with {rriS^npi (Slppl <s*3'- ; 
nci systems Cre^O .three dimensional 
then 1 in In it? pB*spectW from any a--: e 
>ag^s through a full 360 Zoom ft . closer 
iv.tht? insicUv'GyitJ* rcvenlr^ri 1 
>por^tod hy k&y hoard i"oysttck^^;,*JiimAa« 
n and oui tacihturs. AM crated mi^qc-^aiv 
vett* 3 ), prints 1 p! vivi HujM in ^'t^mta 
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DARD 



ARNOR LTD {AWB) -v. 
■118 WHITEWORSE ROAD 
CROYDON 

CRO 2JF TEL 2»r 01-684-^ 



WE NEED 0fFTWARM\ 

YOU ! ^ 



Serious Software is now devoted totally to the CPC range, and we need 
your help! 



With our new magazine 5000 Plus being devoted 
totally to owner* of the PCW 8256 and 8512, we on 
A A can devote all our pages to the CPC range: the 
464, 664 and 6128. This means that changes are 
needed to Serious Software, 

Although iho PCW became the star of Serious Software, this 
does not mean that Amstrad Action is purely a games mag now. 
Serious Software still covers what business packages come 0U1 
for the CPC models, but can devote more space to other aspects 
of home computing such a s programming, type-ins. hints and 
tips, comms, graphics and music. 

We would like your help with Serious Software: after all it's 
your mag. Send us your Type -ins. We are looking for quality 
listings thai show elegani use of Basic or even machine -code. 
We will print them if they are worth typing in. Use the form on 
page 96 arid remember, we pay for what we print* 

Having problems with Basic? Can't persuade your punier 
to print? Worried about WordStar? Then write to Problem 

OUR ADDRESS 

Address your correspondence 
to Type -ins, Problem Attic, 
Hot Tips or h Day in the Life 

at: 



Attic, Amstrad Action ai the Old Barn, We will print what 
problems we can, and if v-v: can" I answer them ourselves then 
maybe one of our multitude of readers can and il they can't 
they might like to read the reply. Bui please don't ask us for 
solutions to games. If we printed those it might spoil the game 
for others, and there might not be room in AA for anything else! 

Send us your hints and tips. If you've found any neat tricks 
to use m Basic. WordStar, Graphic Adventure Creator , QuHi t 
dBase!!, or machine-code - or just want to show off - then fiend 
your lips lo Mot Tips, Amntrad Action, ai the Old Barn 

And if you are using your CPC 1o conirol your train set, run 
your business, play in a rock'n'roll band, or anything else thai 
you might like to tell us about, the address is A Day In the Life, 
Am six ad Action, at the same address. The series kicks off with 
a look at how we produce Amsirad Action on Arnolds, but we 
would rather hear from you, Tell us what you are up to in 
anything horn iive to S00 words, and we will Let the cat out of the 
bag. Please include your phone number too, so that we can 
contact you should we need more details. 

CPC owners, this mag's totally lor you! 

Ant strati Action, Future 
Publishing Limited, Brunei 
Precinct, Sornerlon. Somerset, 
TAIL BAH 



SERIOUS SOFTWARE TOP TEN 

The chart created by AA readers 



This 


Last 

month %of votes 


Ti-Je 




1. 


1 


27.4% 


GRAPHIC ADVENTURE CREATOR 


Incentive 


2, 


7 


10.4% 


EASI AMSWORD 


Amsoft 


3. 


8 


6.8% 


MINI OFFICE 11 


Database 


4. 




4,2% 


DISCOVERY 


Siren 


5. 


3 


4,0% 


LASER BASIC 


Ocean 


6. 


2 


as% 


AMX MOUSE 


AMS 


7. 


4 


3.5% 


TASWORD 


Tasword 


8. 


6 


3.0% 


MINI OFFICE 


Database 


9. 


9 


1.5% 


THE QUILL 


Gilsoft 


10. 


10 


1.0% 


ELECTRIC STUDIO LIGHTPEN 


Electric Studio 




And Gmphic AdVamwe Gmator h sttt at number one. with fin not going to say anything else about East Arnsmtd. 

over quarter of you out there reckoning It to be the best (here doesn't se&m to be a lot of point But Discovery 

thing since sliced bread. What is happening to all these has certainly dashed in there, in the number four 

adventures then? T@U us. please, what you are creating position If you want your vote included in these charts, 

on GWC and we wilt let & very one else know. use the form on page 96. 
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AMX Pagemaker puts you right at the heart of the 
desktop publishing revolution 

At tong last you can produce newspapers, posters, 
leaflets, notices and handouts in your own home, office 
or school. 

WeYe not talking about amateurish results, but 
extraordinarily professional work with crisp text and exciting 
graphics. 

If s the sort of 21st Century technology that's turned 
Fleet Street upside down and is pari of the most exciting 
advance in publishing since Guttenberg and Caxton. 

You can type directly onto your screen with a choice of 16 
typefaces or, if you really want to be creative, you can design 
your own typefaces, and, just like the most advanced computer 
setting, you can centre, range right, left or choose literal 
justification, You can even have ful! pixel control over character 
size and spacing. 

Alternatively p you can load in either word processing or 
standard ASCII text files with fully automatic on-screen text 
formatting. 

EXTRA! EXTRA! 

Using the patterns supplied, you have outstanding graphics 
facilities for drawing, spraying and painting, or you can achieve 
some incredible results, using your own pattern designs. 

The cut and paste options include copying, moving rotating, 
stretching plus a fantastic zoom facility. 




WIN £200! R ^ TH ' E p ^ E 
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— ZOOM Ofi AM X PAGEMAKER — 

A mode conversion routine allows you to load in screens and 
digitised pictures from all Amstrad graphic modes, 

HOLD THE FRONT PAGE! 

T he Preview' facility gives you total control over your work by 
allowing you to view a page in miniature at any time, while also 
permitting the viewing of diskjMsed pages prior to loading or saving. A 
wide range of printers including the Amstrad DMP-2000 P Epson FX/RX/ 
LX/LQ. Mannesman Tally MT80+. Shinwd CP80II and Star SG10/15 
are supported. 

AMX Pagemaker is supplied on 3" disc and includes a 
comprehensive illustrated manual, while costing a mere C49.95. Your 
gateway to Desk Top Publishing is present at all good computer dealers 
Or by mail order using the FREEPOST order form, 

AMX Pagemaker - your opportunity to publish and be damned! 
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IMAGINATION AT YOUR FINGERTIPS 
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Supa Soft Discount Software 
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BEST BYTE SOFTWARE 
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>1 hoy there you scurvy eyed 
scrawny sons of sea dogs., 
you'll soon get a chance to 
hoist that spinnaker and 

challenge those lager 
swilling Aussie dingos for 
the greatest sailing 
trophy ofalL. 
THE AMERICA'S CUP 



V4> 




Arnfck 

Americas 
Cup 

^Challenge 

' OTICIAI 
AMERICA'S CUP ■ 
KJMPUTFRCAME 



THE LEGEND OF 

APACHE 
GOLD 

by 

Peter Torrance 



Lonesome Cowboy LUKE WARME; not a 
Dime to your name and only dreaming of riches. 
But there Is a LEGEND. A legend of great riches 
in an Indian Burial ground. 

The legend of . . . APACHE GOLD! 




PRIORITY ORDER FORM 
Please rush me for my Spectrum D 
Commodore 64 □ Amstrad CPCG 
Apache GoW££95[J Winter Wonderland £7. 9SD 
Graphic Adventure Creator { g2.|5 □ 
I enclose cheque/PO or please debit my credit card 





SERIOUS SOFTWARE 



My lords, 
ladies and 
gentlemen! 

iff Speech with no hardware requirements? There must be a catch 

"tf somewhere. 

PI Not one but several, as I soon discovered! 

Being rather impatient when some mew software lands on 

(1 my deski I tefid to shove the disk (in this case) into the drive and 

SB commence loading without further ado. Well, you can imagine 

i7 m V surprise when 10 frustrating minutes passed and speech 

ij had still to reach my ears! Okay, time io sit down and read the 

* instructions. Before lorig r I came across those fatal words: Tor 
§■ the Amstrad CFG 664 or 6 1 BB 1 - aargh! 

* Why do software houses insist on alienating part of the 
o Amstrad computing fraternity? This is a definite thumbs-down 
J in my books. The reason for this incompatibility is sheer 
U laziness on the part of Superior's Mr Pater son. A brief explan- 

* ation is in order: 

3 Locomotive Basic version EJO M (*en oifc M 464 machines 

g has certain differences from version LI (on 664s and 6128s), 




With version Ll» strings cm be used directly in CALL state- 
ments and resident system extensions (RSXs); these are com- 
mands preceded by the bar 0 1 ')< Version 1 .0 does not allow 
strings to be passed in this manner, but requires a two-stage 
process, For example, m version 1 .0 you would type: 
10 AS"" l *e*lo, readers!" 
29 I SAY, g'AS 

compared to just this in 1.1: 
10 f SAY, "fteTfc, reads -si" 

Although version 1.0 uses string variables in a slightly 
more cumbersome way, there is absolutely no justification for 
making Speech! (disk version) incompatible with version- LO 
machines, 

Tape owners can be thankful the program will run on all 
CPC machines- The cassette ha$ full instructions lor transferring 
to disk. 

The instructions accompanying the software are very con- 
cise. ! do recommend that you read through them thoroughly k 
as it wiU save time having to constantly refer back. 

There is a suite of six programs on the disk or tape, each 
having its own part to play in allowing the user full control over 
software speech, 



Siartmg with the first of the programs, filename SPEECH, 
you soon discover six new commands available for you to 
manipulate. All are issued with the RSX bar prefix: EAT, 
SPEAK, | PITCH, | CENTRE. I LEFT and | RIGHT. 

| SAY will cause English words following in quotes io be 
converted mlo phonemes or what Superior Software calls 
'speech panicles 1 . In other words, it will literally say (or attempt 
to) whatever is within the quotation-marks. 

Adding a question-mark at the end of your sentence, within 
the quotes, will raise the pitch of the last word. A full-slop has 
the opposite effect - it lowers the pitch* A comma acts as a 
pause. 

| SPEAK is more flexible than ■ SAY as it allows the pitch of 
the vowels to be varied, This ta implemented by placing a 
number between 1 and 9 after the vowel. Using this trick in 
conjunction with commas, full-stops and question-marks gives 
you excellent control over stress and intonation, 

To change the overall pilch of the sound, there is a [ PITCH 
command. The parameter following it ranges from 1 to 20 - 1 
chooses the lowest pitch, 20 the highest. 

The final three commands axe for selling the chanrte 
through which the sound is to be played: CENTRE, | LEFT and 
| RIGHT, 

You may feel that these commands satisfy your desire t 
hear Arnold speak, However* there are several other interest 
ing aspects to Speech* - the other prog cams on the disk or tape, 

All of these programs except NOTES must fust hav 
SPEECH loaded into memory, otherwise "Unknown command 
will appear regularly on the screen. 

DEMO gives the user a general idea of the program' 
capabilities. It may be wise to switch off at this point; howeve 
lor (hose si ill plugged in, the demonstration shows how eac 
command works and the effects of changing certain parameters 

Next on the list is SPELL, This is quite an amusing and at th 
same time educational game. The program is a simple speQin 
test. The computer speaks the word to be spelt and prints a 
example sentence on the screen (with a blank r of course) to pu 
the word into context. There is an option lo change level o 
difficulty, A to C. 

EDIT is available for adding to the date, dictionary; 
dictionary allows English text to be translated into a ptuwv 
form before it can be pronounced. The routine called Translate 
scans through its input-buffer and produces a list of phone 
codes in the output-buffer. 

Among the other programs is SAYFILE, which allows te 
files to be spoken. If you save a letter written with T&swQird. 
assembly listing from M^xam or even a Basic program with th 
S A" option (saved in Ascii form rather than tokenized). SA ~ 
will churn out whatever garbage it manages to find! 

The last of the six programs spews out a 27k text file 
either the screen or primer. It's a detailed description 
Speech f k how it works, how tc in corporate the programs in 
your own masterpiece, It takes the user through basic pr 
g ramming right up to machine-code level - in fact there 
nothing hidden , all is readily got at! (I do not recommend 
word-processor the author used for typing NOTES - it seems ; 
have done away with the last character from every line.) 

Well, with all the speech synthesisers currently available, 
am in two minds as to recommending this piece ol software, * 
£19 on disk and £10 on cassette, it's not exactly cheap: payin 
double that amount will get you a fairly decent hardwa 
speech synthesiser, which will not only give 'superior h sp^s 
foul also stereo sound output. On the plus side! Superi 
Software s Speech! gives you a wide range of control over th 
sounds actually output and gives you the opportunity to 
corporate Speech /mto your own programs* 



GOOD NEWS 

► Requires no hardware 

WeU documents!) 

► Good control over s&und 
output 

P- Ability to use in your own 
programs 



BAD NEWS 

► Disk version not 464- 
compatible 

Some what amateurish in 
appearance 

► Speech not always 
recognizable 

^ Too expensive 
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SERIOUS SOFTWARE 



h Keifh Wilson of lowlond Scotland one of those rising software stars? Two A A Rove game* or* hi* work on Ih* 
Amsfrad. Still at school, he's one of rhe programmers behind (and in front of!) Vidi f Rombo's video digitizer. 



A day in 

the life: 

Keith' 
partner 
Arnold 



Just over five yean ago I managed to 
scrape up enough money to purchase my 
very fan r computer! a ZXSi. Little did 1 
guess that now t would be writing number- 
one computer games like Y:e Ai Kung-Fu 
arid Green Bora, 

If there had been tots of stunning 
games around for the ZXSI (a* there Are 
now for other computers) I don't chink I 
would have ever got round to writing my 
own programs. But S years ago there 
wasn't much else to do on a home com- 
puter, so I systematically worked my way 
through the Basic manual (meaning I slarted 
somewhere in the middle and read (he 
whole thing backwards) and began devel- 
oping my vary own game*. 

Most of them consisted of a horizontally 
moving boat/space cratl/ aeroplane firing 
depthcharges/rockets /bombs At a horizont- 
ally moving submarine/alien/bird and they 
were all very simply but they Involved a 
lot of techniques which are standard in 
most games. 

Creating stuff in Basic is a good way to 
learn how to program. But after a while J 
began to get fed up with the lack of speed 
and decided to enter the mystic lands of 
assembly code. 

These days everybody seems to have 
anti-assembly complexes Machine-code 
itself isn't really that complicated, the knack 
lies in deciding exactly what you're trying 
to do and how you're going to go about it 
Anyway, after a while 1 found that I didn't 
seem to be getting anywhere with as- 
sembly. I packed it in. thinking that I had 
still a lot to learn. As it lumed out, I knew 
moat of it already and realized that 
machine-coding wasn't so bad after all! 

The neit great step m computing his- 
tory was the ZX Spectrum - 'the world 1 * 
be*i personal computer for under £500" the 
ads said I eventually bought one and reap* 
plied myself to machine code, 1 also began 
10 get ideas about making some money out 
of my hobby r 

t decided to write an adventure using 
Thm Quill. Entitled The Lost Orb, it involved 
• crystal orb (surprisingly enough) which 
foe had to find. Once the game was written,. 
1 decided to have a go at selling it. Eventu- 
ally ! told quite a few. The price was low, 
bat it made me some money and I was 
r*a*cnalifj happy 

I began trying out all lends ot Ideas in 




machine-code and I had plana for develop- 
ing arcade games and other adventure*. 
But then there were rumours about a now 
colour computer with an amazing specific- 
ation, and 1 began lo wonder if it would 
flood the market, The Arnold turned out to 
be all it was promised (and on time - unlike 
the ZX81 or Spectrum!) and yet again 1 
changed computers. 

Things really started happening when J 
met a guy called George Wright We had 
similar ideas about writing software. We 
got together and began using a Commo- 
dore 64 with White Lightning which was 
fast and much more fun than assembly 
Working together turned out to be very 
successful and we began developing a 
game, which for various reasons never 
quite was. Incidentally, one of my great 
programming secrets is to drink lots and 
lots of tea which was (and still is) regularly 
supplied by George's Wife. Linda. 



If you are using your CPC to control 
your train set, run your business {the 
Big Bang? the army?)* play in a 
rock'n'roll band or anything else you 
might like to tell us about, the address is 
A Day in the Life, Arn&trad Action, The 
Old Barn, Somerton, Somerset, TA11 



It was around this rime that I became 
seriously involved in Amairad programm- 
ing. Marcus Sharp (of Rombo Productions) 
was desperately looking for an Amstrad 
programmer to help him finish off a game 
conversion, The game was later aban- 
doned, but 1 soon found myself working 
again, this time for Imagine Software. 

My task was to convert the combat 
game Ym At Kimff-Fu from the original 
arcade version by Konami onto the humble 
Arnold. 1 reckoned that 1 could manage it 
and with the help of a colleague. I did. Tie 
Ar became a very famous game and it 
opened up a whole new svenue of oppor- 
tunities for me, Imagine was keen for me to 
stay The firm managed to persuade me to 
do another arcade conversion, Green 
Beret. 

1 was getting a bit stuck for hours in the 
day by this time and 1 was very surprised 
(and pleased) when George offered lo do 



the graphics for B&ror. You can judge the 
results for yourself. From start to finish, the 
tape version of Grwrt Barer took about 
three months to write. The graphics ar- 
rangement worked splendidly. 

We often brought the two computers 
together to work on - it was great, 1 wrote 
code and George designed graphics. We 
argued, drank some more lea and fixed the 
problems- I then took the graphics and 
slotted thorn into the program while Geo- 
rge worked on more graphics. It was hec- 
tic, but we often got more done on those 
weakends than we sometimes did in entire 
weeks. 

One advantage of writing your Own 
game lb that if an idea doesn't work, you 
can just scrap it, You can't do that on a 
conversion; you have to work round it in 
some way. 

Take Green BeiefB scrolling for 
example. The arcade machine has cont- 
inuous scrolling but il also has a 63000 
processor with plenty of memory and hard- 
ware The CPCs just can t handle moving 
that amount of screen by software alone 
And if you used a hardware scroll, the 
score information at the top and the 
weapons at the bottom have to be software- 
scrolled back to their correct position - not 
lo mention the way the hardware scroll 
messes up the screen addressingF Hence, 
we had to use the 'burst' scrolling techni- 
que, which looked very jerky to me at the 
time but I just had to accept it. At least il 
gives you a bit of a rest from the hectic 
gameplayl 

I am now working on an original game 
called Moonshadow with George. It it a 
large multi-screen game with a combin- 
ation ol fantasy and apace elements, to be 
released on the Ocean label for rhe 
Amstrad, Commodore and Spectrum. 1 
won't give loo much away just now - you'll 
just have to wail until it's released next 
year. 

George and I recently set up a com- 
pany called Vega Graphics to handle 
Maonshddpw and anything else which 
comes our way. We are also looking tor a 
local Spectrum programmer of professional 
quality - anyone in the Lothian area who is 
interested please get in touch: (0805) 41 
222\. 

The future? WeU> I'm working on digit- 
izer software for Rombo's Vidl and I've got 
plans for some serious software - assem- 
blers, art packages etc as well at a few 
more g&mes. I also hope that Vega 
Graphics could develop into a form which 
would make it possible for us to market 
some of our own products, an area which 
we feel is better handled at the moment by 
the experts such as Ocean or Imagine. But 
who knows 

I have found that 1 enjoy computer 
work- When I finiah my education tf'm 
presently doing O-levete at Deans Com- 
munity High School) I think that Vega would 
be an ideal full-time occupation. 

Oh, I almost forgot to mention, t am 
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Video digitizer comes, conquers our reviewer 



The Villi video digitizer 

Hombo Productions, (0506) all CPCi, £39-95 

Could this be the add-on of the century? Judge for yourself! 

Vidi, as it s affectionately termed, is a video digitizer, In 
layman's terms, it's a black box that will 'grab 1 an image seen 
through a television camera or even a picture from your video 
recorder and store it as numbers in your Amstrad's memory. 
From thera yon can reproduce it on your monitor, 

Hie people lo thank for this ingenuity are Rombo Produc- 
tion* of Livingston* Scotland, The same small company - Colin 
Faulkner, Marcus Sharp and Keith Wilson - about IS months ago 
brought out the highly successful romboard called Ronabo - in 
my opinion the best one available, 

Vidi is very similar in appearance to the Rombo. It comes in 
a neat black box with a length of ribbon cable allowing for easy 
connection to any of the CPC range. There ire two through- 
connectors: one is at the end of the ribbon cable, and the other 
is on the circuit board inside the Vidi. This lets you use other 
peripheral devices that don's have through -connectors {and we 
all know the guilty party concerned}. 

More importantly . what does it do and how? 

Vidi contains its own CRT (cathode-ray tube) controller. 
Arnold contains an identical one. Among the Vidi's circuitry are 
two banks of 8k ram [random-access memory), giving it 16k of 
video ram, This enables Vidi to obtain a single frame of 
animation from either a video tape or video camera. On 
completion of this grab, the Vidi ram is read into the computer's 
own screen ram. 

Operation rime for this is approximately 30Q milliseconds. 
This gives a sequence of three pictures a second, which is more 
than adequate for mosi applications. 

Software to enable the grabbing or digitizing of video 
pictures cornea in various formats: rom p disk or cassette. The 
software is supplied as RSXs (resident system extensions) or 
Tom (read-only memory) external commands, which allows 
users to customise their Vidi setup. 

Right, lei's connect up! 

The edge-connector at the end of the Vidi ribbon cable is 
attached to the Amsiradfl expansion port. Take care as u is no! 
impossible to insert it upside-down. K you possess a romboard. 
plug the Vidi rom into a clear socket and switch on. Alterna- 
tively, load the software into memory - you should be ready to 
roll! 

A cable included with the Vidi frame grabber is fitted with 
RCA (phono) and BKC {video) connectors. The phono end plugs 
into a socket on Vidi clearly marked 'video in\ Likewise the 
video plug goes to the 'video out" socket on your video 
recorder or video camera. 

tn case of difficulty, (his next paragraph may be of some 
help. If, for example, you have a problem with the connections 
(in other words, if they donH tit), check that the Video Out is 
actually composite video and not RGB or modulated RF, RGB 
signals can be converted to composite with a suitable patch lead 
- this is where your dealer comes in handy! With RF signals, I'm 
afraid you are stuck Y as Vidi cannot cope with these. Several 
makes of video recorder are fitted with phono sockets rather 
than BNC for Video Out - no problem here, for the correct 
cables are readily available from hi-fi shops. (Consider yourself 
lucky with a phono plug rather than BNC; the latter tend to lose 
their bits and cost a lot.) 
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Hopefully you are by now correctly set up and ready 
play with your new toy, Let's look at the software, 

You should find several new commands at your dispos 
These are accessed via external commands, which are prefix? 
by the , symbol (this is attainable by pressing Shift and ui | 
There are a host of useful commands, the most comprehensiv 
being VIDEO- 

Typing this command should have you staring at a mode-] 
screen from your video camera or recorder. It s being contir.ij 
ally updated, approximately three times a second. The amoc 
action on an ordinary television screen results from 50 scans \ 
second, so the effect of Vidi with j VIDEO is rather like a 
under strobelights. 

At the bottom of the screen Ls a status line showing vario^ 
parameter settings: 

Cor.07 Bri{37 |(J64 Mode 1 ] nkfi(3~00 Ssv Prt 

One of these will be highlighted with a cursor, The cursor 
easily moved using a joystick or the arrow (cursor) keys. 

^Con 1 is the first option. Con varies the contrast through] 



SERIOUS SOFTWARE 



range from 0 to IS, Zero causes the greatest difference between 
light and dark signals. To alter values for Con and its associates, 
move cursor keys ox joystick up or down. 

l BrT stands for Brightness. A value- of zero displays much of 
the picture in dark, while 15 has the opposite effect. 

Hardware analogue controls supplement Con and Bri: there 
ire [my variable resistors on the circuit hoard, which you adju^i 
With a small screwdriver, However you should not need tg a 
These controls do not actually modify the video signal, but 
rather the sampling width and sampling level respectively, 

Televison and video uss interlaced frames' to produce an 
image on the screen. With this system 625 lines are displayed; 
the pictures are actually produced by successive scans of 3J2 
and 313 lines, or odd" and "oven* frames. On the AitiMrad GPCs, 




only 200 lines may be displayed. This problem is overcome by 
'windowing* onto an area of the image produced by th* video 
camera or recorder. This window is $ot by the vertical position 
indicator, 'VpOsV The three digits following ars (he number of 
hues offset at the lop of the picture, 

Moving along r we enounter "Mode 1 . The modes available 
are 0, 1 and 2. Selecting mode 0 appears to have no effect - in 
fact it will display as mode 1 until either a 'Sav' or Prt f 
command i& issued. The reason for this is that Vidi is designed 
to grab frames in modes 1 or 2. Thus to obtain a mode 0 image, 
several screens in succession must be integrated to synthesize 
the picture. This is done by reading 16 screens in mode 2. Each 
time a screen is read , the brightness control is increased. By 
•dksr.g noie of the brightness soiling* Vidi can switch on a group 
of pixels, hence assigning a mode 0 ink to it. 

One drawback of using this method is that the required 
image must be perfectly still Otherwise a blurred picture will 
result. Vidi was designed to work in modes 1 and 2; the mode 0 
routine was included because, given the right conditions, 
excellent printouts can be produced, This would be easy with 
videotaped images. 

The 'Ink' command will do the obvious: alter the colour in 




any ink pot. If the ink number is moved up or down, the 
relevant colour number will be displayed in the next box. 
Moving the cursor to the box displaying die colour number lets 
you alter its value - a range from 0 to 26. The ink numbers 
reflect the mode chosen, so in mode 2 only inks 0 and 1 can be 
used, and in mode 1 only inks 0,1,2 and 3 are changeable. 

'Sav 1 saves the screen image to either disk or tape. It is 
passible to save screen images in rapid succession. The 
filename you select will have a number following it, incremen- 
ted with each successive Save, 

The Trt 1 command will grab a screen in the current mode 
and dump it to a dot-matrix printer. Epson-compatible printers 
and the Amstrad DMP2000 are catered lor. Mode 1 and 2 
screens are primed normally across [he page, whereas a mode 
0 image is turned 90 degrees on the page. 

Pressing Escape at any time will exit you from i VIDEO. All 
the parameters set while | VIDEO was in operation will remain 
m tact even up on re-entry. 

The other bar- commands perform essentially the same 
function as features available from, the | VIDEO menu 

I VCRAB. as its name implies, gets a single frame using the 
current settings. The screen mode Is not reset, thus; allowing the 
user to use this command repeatedly without screen blanking. 
One thing to beware, though, is that ! VCRAB works on absolute 
addresses; therefore the screen should not be scrolled. 

Here ifl a list of other bar -commands al your service. Follow 
them with a comma and the value you wish to set them to. 

| CON > x set contrast (x ranges from 0 to 15] 

| BBI , x set brightness (0 to 1 S) 

[ V ■[) S . x set vertical position (0 to 127) 

j VH0DE j x set grab mode (0. 1 or 2 only) 

j VINKiX.y set ink x to colour y 

j VP R I NT print hard copy m current | VMODE 

There is one other command. | VCONVERT. With it inks 2 
and 3 swap colour, lis main purpose in hie is for printer or 
graphic routines that expect shades to be in ihe order 0103- As 
a result of iis hardware configurauon Vidi picks up shades in 
the order 0132, with 0 the darkest arid 3 the lightest Some print- 
dump routines can not cope with this - thus the command 
IVCONVERT. 

Enhancements are on the way for the Vidi software, Rombo 
programmers said at the Amstrad Show: 

• true colour, which will work by taking a series of frames 
through red, green and blue filters 

• mod^ 0 from mode l r thus greatly speeding up synthesis 
time 

• series grab, enabling 6 1 28 owners to grab a series oi frames 
in ihe extra bank of ram before saving - animation sequences 
may even be possible! 

IE that wasn't enough to whet your ape tile, within the next 
few weeks the hard-working Rombo team has promised to 
make screens compatible with RaLhbird k s £20 Art Studio (lasi 
month' s cover feature). This will unleash untold power to your 
disposal - imagine the fun you could have distorting facial 
images! 

The most exciting is yet to come: using a smaller screen 
size, shey hope to have Vidi producing 10 frames s second, This 
will give much smoother animation and will really push Arnold 
to hjs limits. 

You may have gathered I am head-over-heels with Vidi. It 
opens up a completely new area lor experimentation and 
enjoyment. It's a stunning new product. 



GOOD MEWS 


BAD NEWS 


P Digitize up to three Frames a 


► Vow will need a vidua 


second 


recnrriei or camera 


Colour, mods, contrast under 


► Can't receive television 


full user control 
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A Ion of type-ins this month! On« is long and possibly 
loud; the rest are short and spectacular. We hope yoi 
like the section's new look. Keep thorn coming. 



Ears for Arnold 



SOUND DIGITIZER by Richard Monte iro 



I 



With this amazir g listing Arnold can speak with your voice - or 
mimic Frankie Goes To Hollywood - or reproduce any sound a 
microphone can record on art ordinary cassette. 

The program is a simple sound sampler. Wher, you play the 
audio tape on The 4S4's datacorder or a tapedeck plugged into 
the 684 or 6128, the sounds are converted to the digitised form 
that Arnold can remember. 

With a simple command you can reproduce it out of his 
speaker. Imagine what your computer could say at strategic 
points in your games. (Don't be too rude = nowt) 

A lot ol hard work is in store for you with all this typing. 
Type in the listing carefully. It's best to gel a friend to dictate 
while you type - goes more quickly saves losing your place by 
looking back and forth from paper to screen. 

The data statements actually consist of machine-code pro- 
duced using the Maxam Assembler, You won't need an as- 
sembler because the Basic pi o gram simply pokes the numbers 
to memory, starting at location. &9D0O. 

The listing contains an elementary checksum routine" all the 
numbers have to add up to 57871 or you have made a typing 
mistake. It may help to realize the data is made up of hexadeci- 
mal numbers, so you shouldn't be typing anything other than 
the numbers 0 to 9 and A to F - always two digits, comma, two 
digits. 

Save the program before you run it, or you might lose your 
work! Instructions for saving it are tagged onto (he end of the 
listing as REM statement?- You need not rype these in, but it's 
not a bad idea to keep the directions in the program in case you 
can't find this printed page in a year's time, 

When you run it, one of two things could happen. U you get 
the message "Error in data, 1 it's back to the start and check all 
those data statements again, if all is correct you will see "Data 
OK - well done' and the cursor returned for your control. 

You will no w ^Mft^ some new commands to play with, 
ynued via Reside; ! ?yi^m intensions (RSXsj, commands pre- 
:?d by the barA/rT whicMhares a key with Va'. (Yes that's 
nght^^iE-commari4£; [wo pints at lager and a packet of craps, 
please') % 

iHSQUND has to hav^ several commas and numbers 
fallowing n - parameters lo Instruct the program" 1 
cor reef course ®t action Tfrr eorafftiter needs to £npw^ 



and iength: where in memory lo 
much ol ii Thfc. parftmnwuK 
the noisy message Parameiw error } 

□pfconsu le car/rols speed 

ml mo t v ^^HBh>t. 1H 
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the sounpl data pndjfr 
at be prerfefjt.^pt; 
"alt A 



IdtfitelfTA 




Before deploying this command, auscrt a cassette Wit 
music, your voice or any other sound into the datacorder. 
message will surface asking you to 'Pi ess a key.' Do 
requested and the sound data will load. The Format o£ 
command and the other commands is shown below. 

PSOUKD is similar to j RSOUND in that the first 
parameters must be present. That is where ihc similarity ei 
as iPSOUND instructs the computer to output through 
AmslracVs internal loudspeaker any data it may have picked 
during the execution of j RSOUND Again there is a thir 
possible parameter; this time it controls the loudness at whic 
that sound will be output. 

IB and 1 P are identical to RSOUND and iPSOUm Tt 
are for all incredibly lazy people who hate long commands 
am just too kind! 

Due to the programming technique employed! it i* rs 
possible to speed up or slow down rhe rate at which the SOt 
data is output - this Ls co nstant. Y ou will get that type of eJ 
only if, when recording into memory (using HSOTJND or 
you alter the third tjaramet e r from its default value of 13. " 
number car. range between I nr.d 255. The larger the 
the slower the sound d atj irefflll be read into the c^puif 
consequently when playing back (using cither iPSGUND 
I P). the sound will se^pu to hove bee - speeded up, 6?-*. 

Jpon't worry ifjfe^t 



This may sound r ather daunting 
fully grasped We aiti ^Bbr 
&d of teaching yoiirujfril 
fow follows the promised Uyos 

DTD* 



1-and-fc; 



c i^mmknds: 



irf&jh drew 

ion can be b-tw&fcn Q and 86836 (&FPFF) 
i be bet ' ^n 0 and 55538 (&FFFF) 
■i -- 1 1 be between \ a- 
. ^tv.-r-er. 3 *n<3 15 (Sir ): 15 is 



PI 








BEFflRf- RW"^ 




10 sav?* as 
SAVE' DIG1H ZE 





BB.CI,?*- 

CDy&E-,^ 

7E .M ■ 

32.51 

E0,VB,84 



C2.C* 

.'37. CO 
,B4,2 



00. 3& 
6C.9W 
A7.BC, 

,C2 D7 



2F CP. IE 

di ,ei 

.*,e.vn ,po 
..91 ,C4.3t 

l . CO . 71 ,BC 
5,91 .CO, I* 



44U 



BASIC file MP*' 
B INAPT riV« ^>P e 



, 9 '^ WSIC Hit tyw 
RUN' Di6iti3Cf " 

, c reload BlWflY ^M*'^ 
fenced m !#* * MW 



iT Mt , "" i y °" "** '■-« « -W* :*to 





adventurous 



DATA 
DATA 
450 3ft FA 

470 DATA 
48$ DATA 
493 DATA 
DATA 
510 DATA 
52fl DATA 



9<». CU, 

CO, 0b 

C9,C5, 
26.00. 

pa 3£ 



,F3 
S1 -CD 
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,ci 



1 1 7 . 13 , 

-SI 



ea.fr 

IB>7A 
A7 . BC 



DATA 
CAT A 61 . 

Uft<3 DATA 91 
1 5J0 HAfA Wo 
DATA 
3aj DATA C9 - 

U$0 DAT* !57. 
QATA +8 
i'iCi DM a gwx 



2A,2A 2* 





' .„ «ft ,3A «A.S0.3"> 



4 1 . 



M 0 PAT A g^i'i; tt^;j»^^*H5 
- DATA ^-f/^g p^A.jA.W-^ 
DATA 7A.7A.2A.J.V a. t .» g 

DATA *».**8«fi^ £' 
DATA 5i.2?.^^##S 





il a Msenlial u,at vou r.,« .>. 
pnmarfly. This toads all a e '? h m ' in *gili»r ProB „ m 

Amstds^ , P^wrd p IW «atoii to, 
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your program: If someone enters an incorrect code, a harah 
voice (yours) comes booming through the speaker tellina him 
to "Get Lost! 1 

Or you could set up keys to say their name when phased - 
might be useful for verifying input, or for teaching a toddler to 
recognise numbers, 

The possibil i are en<itess. 



Sound sampler 



10 

29 1 

4$ 1 *tt3ir> loop 
^ OP^OLV'y :MEMCRY MFFF 
ii0 f:QDt 2 ; INK 3.0:6QRUFR 0:1*K t.,26 
?e IF PEEK(l£ftWl<>1 THEN t£0 

tie cosjb J 40;cosu9 210 

30 END 

105) « a'r'i or no corte fcuid 

110 oaiNT'OttilTlZLK C30t HAS NOT ' . 
120 PBi\T"B£t«i „OACED!" .CHR*(7) 

133 STOP 

140 ' 

lfrC PR I NT" SOUND SAM'LEP " 
139 PRINT : PRINT'S to sanple sound" 
170 PHIMT' P — to play haCK tr.und'' 
160 PHI NT"' - to save sanplad sumi" 
no PAINT 1 '] -- to ^cdd s;ainpl«<1 sound" 
2^0 UPTURN 

?10 ■ mst for key pi-ess 

220 aS-lNKFYJ IF ft*'" THEN 228 

260 LOCATE 1.10:PtllNT SPACtM2tMJl 
2B0 PBIM SPACE* i 200 > 
270 LOCATE :.t. PRINT CIW»(7);G0TD «0 
260 ' sarnie sound 
290 LOCATE 1.10 ?B1M "INSERT ": 
300, PfllNT-CASSETlF 11*10 TAPEDECK" 
310 PBJRT-PBESS A KEY (1 TO 3) 
HQ PRI NT " . 0 SAMH F $QUW 
330 fcs-INKEYME n*"'" THEN 330 
3d0 ON nSlili "2'J .ail GOm 360.3&P 38{5 
3b» GOTO 330 

m lociVA'-t:^: 'MiffW>*»W 

370 R Tpe .4i0fl^ 
380 BETURN 

330 ' pl«V oac< sarnd 
400 LOCATE t,7$i 

410 PHIN T "PPFSS A KEY {1 TO 3) i 
PRWTO PUY 3ACK SOUND..." 
430 cS-INKEYt IF C»-" M THEN 430 
440 ON l«*STR.;"'23'.c*) fiDTO 4(!0.*«0 .4fie 
460 CO 10 430 

4/3 P. Luft.&'ifHW 
J80 RETURN 4R0 1 SAVE SAMPLE 
bOP LOCATE 1,10:PRlWr-SA« 
RIB PRIST-WHTCH SAMPLE (1-31 
620 IMKEY$ : IF rt*-"" THE* RM 
330 CM I«.STR(M23-.<1*) WTO 550.5^.560 
540 GOTO 620 
&60 locMVAL loO'ftlWW 
&B0 ^f fMP'il^ d , lofi . &1000 
p$ RETURN 
SIS0 1 Toad samplo 
b90 LOCATE 1.10:N!N1"I.OAD V 
600 PRINT" WHTCM SAMPLE 0*3) • 
610 eS-lNKLY* IF e*-"" THEN 610 
620 ON IfcSlRO'ir.c.*} G0TO 6*M40.«40 
U3P GOTO 610 

660 BETURtj 



L 
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Motor control 

Here is a Hating that will add two HSX commands, provir 
especially useful for users o( the 684 or 6123. Depending on tin 
tape deck, some have to type 1 TAPE then CAT just to be able ! 
rewind a tape - all a bit awkward. 

Alex Aird of Birmingham has come up mth a 
soioution to this problem. Type in the listing, and if all has . 
entered correctly, a message tolling you that you hava 
coztunands available 1 will appear. These extra commands ar 
I ON and |OFF. 

Their action is simply to start and slop the cassette motor I 
nice and neat! 



helpft 



Alox Aird 
Ainstfttd Action 



3ec BG 



i 

2 
3 
^ ■ 

4tf CALL Aim 

ey PRINT H| 'JFr now av«il«t>1ft 4 ' 

;p ■ $avE "onof T-oVn" .b.^W*.^ 

8tf OATA *1.lD.A4.7-i.19,tt.CS.01 

99 DATA BC.».P0-»^»^ 5 ' A4 ^ C3 

100 DATA 2B.Ai.C3.2E.A4.4f.CE.4r 

-,2tf DATA «C 



kaleidoscope 

Alex Gough of Hastings, Snasex, ha* sent a tnirv^Uius lwt«t^ 
There ara virtually endless variations of paneim A greai 4e 
can be user-conrroHed;th© beat idea is to ixy di^erfenMg 
meters yourself. Trying to explain what each option cot^d 
would take a lifetime. V ■ t 

Once the pattern has been completed, the computer 
beep rudely at you. Pressing N takes you to the beginning ot 
program; S will savo the sere e r, picture to tape or disk 1 



1 ■ Ka'.flidoscope 

2 ' Alex Gougn 

3 ■ Amstrad Action 



Hfl MCDE " INK- 14.0;INK IS, 2 

22 LltPUT "GRAPHICS MOOCjtt 1 or 3} ' 

39 INPUfCVEPAU SI2MS-30): " = f 

i0 1^PUT-M0. OF REPETITIONS: 

56 IKPUI-M. OF SIZE INCREMENTS: 

6fl ^PUT"ND OF L1NFS Pi? BlOCK: 

70 IMPUTE EM6TH OF LlNfcS; H :t 



PR1HT CHR5{23)^CHftSfir) 

NODE -3: ORIGIN 
t(M) CLS:F0fl TO <s:F0R a-1 TO g 
tip jcM NT(RND*f J*a;y* lNT(RND*t)*a 
12© jck-HIT(RHO*f)*a:wlMfCRH»*f)** 

'42 FOR b-1 TQ d 

150 PLOT ^cy^'Cp 

173 PLC* -n-b'c^y+b'e 
18(! draw -xx b'c.yy + b'c 



7 



I 



Fi 



200 O^ftw icx+o'c, -yri'c 
21tf PLOT -x-b'c -y-o*f 

230 MEKT NEXT ;KEXT 
24* SO'JMD 1 .2W. 200 7 

2£ IF LOWERS (8 s ) _ '"5 " THtN CDTC 299 | 
270 IF LOWEft*i;eS>-"T" TKEH "UN 
280 GOTO '00 

LOCATE 6,12 PP.NTR^ADV- 
^10 cyft r 0 «00:NEX1 :RU« 




Patterns 

An interesting program from Mr P TunstaU qM 
the computer rapidly dr aWa complex designs on 
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My B A KrJqh; from Morliiner.Berkshiie, hns arrt a F^iilv shori 
r^ wf u ch T , kcs umg to to execute 5 ^SKS 

^J^urjundh and eat tt Nevertheless, this « an tatoHwaS 
r to be typed in. It shows good use of the CPC's 
functions and what they are capable of. 



Spiral 
Q A Knight 
Amfltrad Action 



Dfl center 1956 



10 MOB 2 ■ INK. 0,0: 1^ 1 .26. BORDER 0 

29 FOR a- 60 TO 580 STEP 10 

30 y -200+12$*COS(*/639*PL**) 
4-3 ORIGIN a.v 



z-7b # C0S(a/M9*PI'6J 
GQSUB 1*0 
NEXT a 

FOR b-320 10 632 STEP If 

y-ifWt+1 2&*cos( &/63S *p 



S0 
60 
70 
B0 
90 

00 ORIGIN b.y 

120 NFXT b 
180 PLOT y.y 
140 PLOT b.y 
*b0 GOTO 1M 
150 FUH n-1 10 360 
WO 3s-SIM(h) 
160 y-COSfn) 
130 PLOT z»x,z l y 
200 NFXT fi: RETURN 



Pf 13 a wtani of Spirals The lines listed are the only 
ejpgtgeed to be altered , 



Hypnoti 



1 i Sp'-raid 

29 FOR a-HfS TO 539 STEP 10 
53 /-75 B S1tKa/B39*PP6) 

30 FOR b-320 T 0 6M STEP t0 
lip z-7S'SIK(a/639*Pl'6J 



a listing which is 
Amsfrad Action ia not 
faulting to readers through 



Hypnotic 
Snnn-n Tylly 
Airs trad Action 



FNT 1 .40, -1,3,40,1 .3 

EMV 1.10, 1.100. 10- 10. -1 100 
ON BREAK COSUB 250 
OETINT a . d : MQDT 0-ttfIGlN 3?0,200 
FOB a-a TO 15 : a.2G:NFXT 
INK 0,0: BORDER 0 



Stained glass 

■Thin fin* offering from AJ^iair Scott of Grangemouth, Sti*W- 
shire, shows off the powerful Fill command arable on vexsoti 
1.1 Of Locomotive Basic (@S4 and 6138 owners only, Pm afraid! 
The program iiself takes several minutes drawing everything 
tip; the wait ia well worth it 8 though ! 



70 WSNDO'ri #1.1,1.1 .2b 
B0 WINDOW #2,10,40/1 .25 
3(3 PR I N f#t , "WATCH CLOSELY 
100 PRINTS /WILL SOON BE 
110 FOR k— 4 TO 2 STEP 0 
120 FDR f-0 TO 4*P1 STEP 
130 x*20*f*COS(f"IO:y-20* 
[40 [F f-fl THEN MOVE x,y 
1 by DflA'rt k , y , c 

160 NEXT f,k:FOR a-0 TO c:INK a-0 
1/0 CLS #1.CLS #2 OH SQO) &0SUB "0 
180 WHILE I :1 OR i*« TU 1 STfcP -1 
190 (F THEI4 INK 1.0 ELSE I UK »*l 

CALL if »•* THEN INK 1 .0 

INK 3-1.0 INK a 26 
FOR b-l TO 3& -NEXT b P a : WEND 
SOUND 1 Jrt| i; 4000 . 1 5 , 1 , T 
ON SQ(U GUSUfl 230 RETURN 
INK t .26: PEN 1 ;H0DG 1 



AND Y0LT 
IN MY GRASP" 
6:c-c+i 
PI/50 
r*S3N(f-k) 



Ni JCT 



1 1 

2 1 

3 1 

4 1 
10 
20 

30 
40 
&0 
fi0 



Stained glass - 
ATwtair Scott 
A*S trad Action 



664 AND 6128 ONLY 



0*c 66 



OEHUT 
MODE 0 
ORIGIN 
FAR a-0 TO 
MOVfc 0.0 
FOB b fc P TO 



a-/: DEC HAN DOM] 7E 
BORDER 0: INK 0,0 
320.200 

300 STEP 20 



TIME 



360 STCP 20 



220 
230 

250 



70 DHAWR 3^IN(H*b),35*C0S(a+b}>1 
by NEXT b.a 

90 FOP a-0 TO 360 STEP 12 
ipU FOfi b-0 TO 170 STF.P 12 
110 MOVE b*SIN(a) .b*C0S(8} 
120 FILL lNTlRND*M) + 2 
',30 NLXT bna 

}49 CLEAR INPUT: WHILE 1 WEY$<>CHRS 1 1 3) 
153 INK lNTtHND*M) + ?,lNT(«ND*2B)*l 
160 ^FND :NOE)E V: CAl L &BC02 : L*m 
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A T 00 % role playing game.,. 
Come down Into the fascinating 
and devilish world of 
THULYNTE. Whether you are a 
warrler or a dealer, you will 
have to fight against terrible 
ennemfes whose only aim fs to 
destroy you. 

/r 




Forget about soapy characters 
and flying witches f 
The most fearsome of all anti- 
socials has got one mission : to 
get the president out of the 
prlson-Uke MANHATTAN. Blood 
will not be spared I 






1 99! : The year of all dangers, 
motorways have become bloody 
battle fields, full of looters of all 
kinds. Your mission is to drive 
an artfc-lorry changed Into a 
tank and to carry your cargo 
fnto safety. 



When there is no space left In 
hell, the dead are coming back 
to earth... Your last possible 
Issue Is : a supermarket where 
you get down, body and soul, 
piloted by an ICON. 




] . Voie Felix Eboue 
94000 Creteil - France 
TEL. 0-1033.43.39.23.21 



SPECIAL FEATURES \ 

♦ Devious puzzles! ♦ . 

♦ Over 250 screens># 
♦ Isometricyitfw ♦ 

Printout* o^iefTfor mappinr 
♦ Different room sizes ♦ 
♦^filultichannel music ♦ 

^AMSTR AD 464/664/61 2i 
£8.95 £7"] C14.95^j 

Arioiasoft 
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TYPE-INS 



Double height 



Great stuff from Leigh ton Derrick of Port Talbot. He has shown 
that it is possible to print double-height characters using only 
Basic commands - no need to revert to machine -code. Well 
done. 

Unfortunately it is rather slow, but then that's Basic for you, 
Following Leighton's offering a machine-code alternative - 
note the speed difference! 

The message you want printed in double height must be 
inserted within the quotes on lines 40 and 1 10. The number 26 in 
line 50 indicates that the characters) to be displayed total 13*2; 
therefore if your sentence comes to 2Q characters, the number 
will be 20*2 which i* 40, 

Following the 26 in line 30 are the symbol l \ The figure 
after the multiplication sign ('** in Basic) will have to be altered 
depending which screen mode you are using. As it is set up, it's 
ready \o use in Mode 1; changing the number to 0.5 will allow 
you to use it in Made 2, and a 3 aLows use of Mode 0. 



Following is the machine- code double-height routine. Type it 
in. If entered correctly, a message will be retiinved in double 
height; otherwise you get an error message - in normal height! 

The letters you wish to print in double height must be held 
in a string (for example, aS- "WELCOME TO DOUBLE 
HEIGHT 11 ), Follow this with a call to the ma chine -code program 
which prints the contents of the string: CALl. &3@0tf h £a$ fa 
line 60. 



1 

2 
i 



Couble height with nfccr 



JTCP 



l * Double height 

? i Lsiqhto^ Derrick 

3 ' Anatrao Actiun Dec S6 

2$ CLS:TAC PLC" 1 . 1* ■]_ _ 

W FDP X-B TO (S*2t}*1 
fOR v-i TO IS 

IF TnST(X,Y)-0 TH^ 90 

pur x^8M Y *^ 2M - 1 

*0 NEXT Y:NEKT X ur.nil" 



10 FC? a-&8W0 TO M«D:RFAI> a* 
!S b-b+VAl 

7$ DATA 00-65^1.00 6E ,« .CI . J, 

Bl RATA 00 -El ■ ^ ^ ^ gi TO 6E ' W 



B0 



im TATA 72 13-i? F2 .H -CD,<J*-.Bm . -t. ' 

data h^:c.bA.eo-«;^:Cp.»-w* 

ISO ■ a*--*eLL0, KFADW 

2W - chen CAH &S«W ^ 



Arrows and hats, 
we made a hash 

Do you have a problem with your printer 
giving £ when you want #7 So did we. Line 
10 of the first lilting in Problem Attic las! 
month fust game out as £0 in two places. 
Eagle-eyed editor noticed it at 3 a.m. and 
printed out #0 on two itsy-bitsy papers to 
be stuck over. Unfortunately at 4 a.m. Tost 
pasted one of them upside-down. So #tf 
should be #0, 

CPC Basic uses the # - in computere&e 
the sign is called hash to mean rhe 
following number ia a 'stream director'. 
Try looking that up in your handbook's 
handy index. Ha Streams 1 to 7 Are screen 
windows: Stream 0 is the full screen. Stream 
3 ia the printer and 9 is a disk or cassette 
hie. The system assumes 0 unless you say 
otherwise. So the function PC S (#0 ) in that 
Problem Attic program tells which screen 
column the cursor is in. In assembly lan- 
guage # is used to mean the following 
number is a value rather than a memory 
location, 

The " and * cause similar confusion. 
On CPC keyboards its the key shared with 
£ (the pound sign) two east of the zero. (On 
the PCW, after a half-hour's mossing about, 
you can get il by pressing Extra and ■ 
together, Not very friendly,) Some printers 
-show it as * (called caret or circumflex or 
even hat). 

Basic understands both - they have the 
same Ascii code - to mean index or expo- 
nent or power. By hand you would write 
:wo cubed as Z 3 ■ 8, and on a steam- 
powered typewriter you could roll the 
paper back a bit Neither is possible on 
Mteen. so you use the up-arrow. 

Now, if all this comes back correct 
(torn the typesetter r t think we have perma- 
nently licked the problem. And AA listings 



Some Jim s fra <f Jtcti on 
Type- in guidelines 

One daunting task confronting all type-in 
freaks is that of deciphering listings. 

To make matters simpler for the typist 
- who i£ probably not an expert pro- 
grammer - we have set out a few pointers 
on style that we would like you to follow it 
you plan to send a type-in listing to 
Aiustrad Action. Setting out your listings tn 
this way will give you more of a chance of 
seeing your masterpiece on one of these 
pages. 

1 Most important of all is sensible use 
of variable names or letters , 
DO 

use lower-case for variable names, 
rather than capitals 

use short but meaningful variable 
names 

use integer variables (for example, H%) 
if you want to speed up execution time 
DONT 

'< use letters that can be confused with 
numbers. Especially avoid the small letter 



in future will be much cleaner in ap- 
pearance than was possible on the dot- 
matrix printer. 

• We neglected to mention in the Simon 
listing (November Type-ins) that it was for 
the 664 and 8128 only. Apologies to any 
frustrated 464 users. 

• TTie GH5Q program was correct as listed 
(October), but dozens readers wrote or 
rang with problems The most common 
mistake was confusing the number T with 
a lower-case T used as a variable name 
around line 3S0 - our now style guidy will 
avoid this in future. Data statement* had 
other pitfalls: typing fuUstops instead of 
commas or numbers larger than 255; 



T or capital T and both small o" and 
capital *0\ Even *B* can look like 8" on 
some printers. 

X use variable names identical to com- 
mand words (you can't) 

2 It is very useful to have adequate 
REM statements in the listing. For one thing, 
it makes it easier lor human beings to read. 
Six months later someone with a pile of 
tapes can remember what arty one is about 
and where to find the AA article about it. 
DO 

put the program name, source and date 
at the beginning ol the program 

put a REM statement before every sub- 
routine to outline its purpose 
DON'T 

X go mad puiimg REMs after every line 
X put your life story in REM statements 

3 Avoid long m iiin -stale men t lines. 
They are difficult to follow, and just invito 
typmg errors. Snon lines make debugging 
easier too; Error m line 432* is only half 
helpful if line 432 is half a mile long, 

DO 

split up complicated mathematical 

routines 

- keep lines short 40 characters is a 
cjood maximum 
DONT 

X have long lines of DATA statements 
(keep "em short) 

X put command words and REM state- 
ments on the same Line 

4 Structure your programs - divide 
them into sensible procedures. This makes 
it easier for us to follow, easier for you to 
debug, and in the long run will develop 
your programming skills. 

And need we say ... If you send us 
anything, please make sure your name and 
address (in human-readable form]) is on 
every single piece, especially the label of 
the cassette or disk. And keep a copy. 
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YOUR UXTieST QUESTION AAJS£a)6R6D. 



PROBLEM ATTIC J 



This month the Artie is flooded: with pleas, requests, 
death threats and blackmail notes far help with 
cassette loading. We ll deal with the main body this 
month, but you will have to wait 30 days for the rest 
oF the storv. 



one side of (he mechanism) 
should bo given the treatment ? 
Using a "cleaning tape*, which you 
can buy from a hi-fi shop, will give 
the be$T results. Dirty pinch rollers 
c*n be the cause of many a proble 



Cassette users see those familiar read or write error massages 
rather too frequently. Message pops up, system crashes. All 
very infuriating Here is ar. analysis of these errors when they 
occur and why, 

Read Error a: The data bit read was too long. This occurs if 
the cassette is halted durina loadina or caTaloauina. ft may even 



unc imaj sicp to improve trie penormance 
of your cassette deck is to align the cape head 

the azimuth angle. Azimuth, from Latin, means 
degrees of are above the horizontal 1 . In the case of 
cassette players, it means the angle of the head relative 
to the horizon - the magnetic tape inside the cassette shell. 

There are various commercial azimuth alioners on th 



happen ;f there is a lot of wow. { Wow" sounds like what it 
means: the tape motor tunning at an uneven speed.) 

Read Error b; There has been a CRC (cry die redundancy 
check) fail. This is the most common of the errors and can occur 
if there ;s dust or a defect on the lape surface. 

Read Error d: I tried despeiaEe-y to attain this error 
rr.es sage, h-n failed to do eo. Ti indicates Thai the block read was 
too long. The orJy way to gel "Jus eiroi. it seems, is to program 
it deliberately, 

Write Error a; The write frequency is set too high. This 
again can only be programmed intentionally. So you shouldn't 
ever encounter this and the previous error message. 



market. II you are considering gelling one of these package: 
Interceptor and Global Software are bul two of ihe mar', 
manufacture r£, 

On the outside trying to get in? 

The 664 and 6 1 38 machines need an external cassette racordc 
if tape programs are lo be loaded into memory. Naturally; 
new set ol problems is likely to come into play 

Positioning of the cassette deck and leads can be caudal fo 
satisfactory loading or caving* The recorder should not be tc 
close to any magnetic field - such afl the monitor, l.ikt-.vi.ae, tt 
leads shouldn't run parallel to mains leads, or close to magnet* 




4 



A 



high. However p if it's too loud, distortion results - poor oi 
Arnold will get an earache The tone should be set betwer 
three-quarters and full, giving a high [trebley) sound. 

If you go carefully through all these procedures and yc 
stiU have read/write problems, there is either something wror 
with your tapedeck or the software you are trying to load 
faulty (ie< the tape has been cornipted). 

Next month Amstrad Action will feature an ingenious hgtir 




'We have - but don 1 ! want 

Read errors can be caused by dirty tape heads or pinch rollers 
- this could lie wilh any tape duck. In Amslrad 664 and 9138 
machines, the problem could be wilh improper setting of 
volume and tone controls. Owners ol the 464 don't have this 
problem as these levels are preset. 

Your recording heads could do with a good clean fairly 
often - especially if you frequently use lov/ grade cassettes . The 
best way is with cotton buds dipped in methylated spirits [or 
similar). Definitely do not use abrasive detergents or sharp 
objects, Ensure that the head is dry when you finish. 

As well as the head, the pinch roller [usually rubber, to 
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from J Keneally of Exeter. His program actually checks 
health of your tape drive - 'not for azimuth but for defects in 
mechanics/ Sounds intreating h doesn't it? Well, I can tell yc 
thai it works it certainly does what it claims to do. Enough, y< 
will have to wait till rteit issue. 



Firmly in deep 

Having recently purchased the 
DDI firmware manual to go with 
the disk drive, I thought I would 
be able lo make use of the 
routines in (he CP/M rom. After 
days of desperation, you are my 
Last hope. Please could you 
explain how ! should go about 
using the k Kead sector', 'Format 
track" and other BIOS juntp- 
blocks? None of them seem to 
workt 

Robin Mathews 
Wokingham, Berkshire 



Foil may well h&ve jumped in 
//re deep end with this on 
Howcvcz r I am assuming yt 
have an assembler and a /> 
knowledge of assembly It 
gunge. I know of various stui 
blmgblocks with the DDI fin 
ware manual - the main 01 
being that it is wrong- m oerts 
places! 

ni use the 'Read sectc 
extended BIOS command as r. 
example* This actually *Uo* 
you to read a physical sbg 
From a disk, and place the da 




SERIOUS SOFTWA BE 




^^^^^JF er) of your 
^r]^^^ choice. 

^ e legal (reco- 
nmiended) method 
for accessing these 
extra commands, you 
must load the ML register pair 
with the address that points to 
the command number. 'Mead 
sector' happens to be three. 
Next, a call to &BGB4 (El Find 
Command) will return, in the 
HLt the routine address while 
the C register contains the rom 
number. The CP/M rom usually 
positions itself in slot number 7. 

You may well have got mis 
far, only to find it hasn 'I worked 
correctly, The reason is that the 
CP/M rom is classed as a fore- 
ground rom and consequently 
has to have 129 (&81) added to 
the command number. This 
means adding &81 to the 'Head 
sector' command number T giv- 
ing a new value of 133 or &84. 

So far so good. We must 
now store the register contents 
in memory, as we shall need 
them shortly. The rest is fairly 
simple, The registers must be 
set up as described in the 
manual. This is 

followed by a. call to the correct 
rom address (using the EST 3 
instruction). 

The example below will 
load the first sector of track 0 
into memory location &40OQ. 
The disk is assumed to be in 
data format, but it is simply a 
matter of changing the byte 
held in the G register to allow 
reading of CP/M or IBM disks, 



ORG 
! D II 
EJftl i 
LU H 
LD 
LD 
LD 
I n 
I D 
LD 
PST 
PTT 
DEF& 
OEfW 
DEfB 



1 .comiflrri 
& Fit: 1)4 
L. store 
,C 

s £0 &1 J . A 

re 

,&C1 

3 , a tore 
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PROBLEM ATTIC 



Just c second? 

Is it possible for % second drive 
to work on a 464 without the 
h r si? 

Craig Rickdby 

Newton Ay cliffy, Durham 

On first reading, your question 
sounded double-dutch. But now 
we sec what you mean. And the 
answer is: Afraid not, Craig, 
The reason is that the first drive 
also has an interface attached to 
it (which Js why it costs more). 
This is what you hare to plug 
into the back of your computer - 
it allows the computer to com- 
municate with the drive and thus 
pass information to and fro; not 
only that, part of the CP/M 
operating system is contained 
on the rom inside the interface. 

Poetically put 

Frustration is great, 
tension is high; 
if you carvt help, 
I fear I'll die! 
Reference n of course, 
to the firmware guide. 
I cannot think 
where it may hide - 
is it available 
on this date? 
Please help me work 
my 6128! 
John Thompson 
Paisley 

For a pair of tenners (less a bob) 
Artisoft (Brentwood) will gladly 
lob the book in the post for you. 

Multiple help! 

Is it possible to produce scrol- 
ling messages from right to left 
in Basic? 

Is there a gadget out which 
will convert Amstrad monitors 
into a television? If sq a will ut 
work with a green monitor? 

Whi ch tape-to -disk rom 
cartridge is the best to buy? 




,C'U"'t'er tr, lc,:d sector ;Jati 

j truc< Tiuirotfr 

sector rumba r 

; jurto to rout address 



ts it possible «o aave 
programs onto disk in data for- 
mat rather than system format? 

Why do I lose control when 
t play games with two joysticks 
plugged in? 
SLaw 

Litticb oro u g h „ Lanes 

Well, Mr Law, you do ask a 
tall order. Answering your 
questions sequentially: 

Yes, we hope m the next 
issue to publish a type-il\ ex- 
plaining aU. Arabic scrolling, 
you might call it 

There are TV tuners on the 
market: one front BK'Tronics 
(£70), the other Aron Screens 
(£T8). A colour picture will be 
possible only if you have a 
colour monitor; green-screen 
users will be stuck in shades of 
green* 

In our opmion the Multiface 
U is number one. Watch oui for 
next issue: we should have a 
comparative review of tape-to* 
disk hardware. " 

Quite simply, yes: either 
format. 

Sounds as though the two 
joysticks are shorting one ano- 
ther out. Try using different joy- 
sticks. Otherwise you may have 
a problem with your joystick 
port, 



Bingo 

I run a weekly bingo session, 
and was wondering if you could 
write a short program to gene- 
rate a random number between 
I and 90. The numbers gen- 
erated should be printed on 
screen along with a count of 
numbers called 
D R Brown 
Lain don , Essex 

And no number should be 
called twice. Over to you, re- 
aders: a problem to ponder in 
your attics. We'll publish the 
best one next month, ffave a 
look at th& new style guidelines 
printed in thQ Type-ins pages 

Radioactive Arnold 

1 would like to comment on Mr T 
Davies" problem in the Septem- 
ber issue concering radio uv 
leference caused by Arnold . 

It is my considered opinion 
lhat the interference is caused 
by magnetic radian on. For 
example^ if you lake an ordi- 
nary calculator and place it 
close to a portable radio, Uvl< 



radio can ihen be tuned into the 
calculator. Pressing a bulton (on 
the calculator) causes a 
diftofOttt-lrCquency note (noise) 

to be emitted horn the radio 

The only way to remove 
this inteference would be to 
screen and earth your AmsEtad 
- not Uie most practical solution. 
However there is no need to 
worry as this radiation causes 
no harm, an<i is around us at all 
times. 

Len Phillips 

Rhondda, Mid-Clam organ 

Seeking Oasis 

I am writing this letter in de- 
speration. Two months ago, I 
bought a utility program. Laser 
Genius. My problem is that the 
program seems to have a bug. 
When assembling or disassem- 
bling to the printer, carriage- 
returns and linefeeds are occa- 
sionally missed. 

After writing to Oasis and 
still not receiving an answer, 1 
am stuck. Please help. 
M 8 Smith 

Bridgend, South Wales 

Unfortunately, Mr Smith, Oasis 
Solfrware just recently went bust. 
Ocean* which have comsssioned 
Oasis to write several 
programs, is uncertain whether 
to continue support for Laser 
Genius. Fm afraid all you can do 
at present is wait and see. 

Postal of college 

Having recently started college 
and A-levei computer science. I 
find we need to learn Pascal. I 
qwt; a 6128. Could you tell me 
what versions of Pascal are 
available, and how much they 
cost? 

Keep up the good work at 
the Old Barn. When my grant 
finally arrives (if) + ( shaH certain- 
ly subscribe to AA. 
Julian Smalley 
S&lston, Notts 

Sight, Julian, here are a few 
suggestions: 

Turbo Pascal 3.0 (CP/M 80} 
if £$7.50; DR Pascal/MT+ at £50 
from Digital Research; Pro 
Pascal Compiler by Prospera 
Software, 

fn the September issue 
Andy Wilton reviewed two 
oihcrs: the Pascal 60 CP/M com- 
piler at £40 from Hisoft and 
Oxford Pascal by Systems Soft 
waie (Oxford) Ltd. at £25, • 
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Hot tips 

Welcome to this new section. Have you an 
astounding new hint to pass on? A trick 
you've discovered Arnold can or can't do? 
Share your tips with the world. This Is the 
place to send them. 



IF ftESE n 3 TO WD x SET n END 
IF 3 Ifi ? RESE t END 

In plain English the firs? line says, J L*| 
marker n is reset then put object 3 
location number defined l>y END jt (where 
x is a number equal to oi less than the total 
number of locations) and then set marks: 
it 1 . The second line checks that object 3 
not finished up in location 0 (limbo room); 
so marker n is reset so that line 1 will 
executed again. 
Mick EILicle 
Nailsea, Bristol 

It is not possible to have two or more 
greater-lhan (>) or less-than (<) signs 
one command line using GAC1 
Smurfy The Warlock 
Accrin^lon, Lanes 



Socket to me, said the 
Spectrum to the Amstrad 

This little hardware widget allows yo\i to 
use the output from a Spectrum and display 
it on an Amstrad monitor. Follow the in- 
structions carefully and you should have no 
problems. 

First, go and buy a six-pin DIN socket 
(similar to the one pictured in your 
manual}, and a couple of resistors - 100 
ohms and 220 ohms will do. CorLnect wire 
from the 'Signal ou: 1 of the Spectrum to (he 
"Signal in' (or aerial socket) of the television 
set, then cut off the 'Aerial in 1 socket and 
carry out the following steps; 

1 . Remove centre pin (6). 

2. Link pins; 1 and 3 a using one tail of the 
l JO-chm resistor, keeping the wire close to 
the pi? stic, 

3. Push the free end of this resistor through 
the hole in pin 4. 



fin i 

hLU 



GREEN 

\ 



COAX CABLE 
•5R«XWD ======= = = 



\ 'CORE 
PIN H i 



PIN j 
£LUE 



_ Bl.ACK 

— RED 

YELLOW 




4. Win? the 220-ohm resistor across pins 2 
ar-.d 4. 

5. Connect the core of coaxial cable to 
pm 4. 

FJ. Connect the shielding to pin 5. 

Bryan D Archer 

Kirkcaldy 



Sorting colours on the Graf pad 

When the Grafpad was first released, re- 
views said. "Good piece of hardware, but 
no indication of how to use your pictures in 
your own program/ 

In fact: this is very simple, When 
saved, your picture is 17k long and called 
' filename r pie\ One thing to note, however, 
is that the default colour CI on the Grafpad 
and the colour in Ink 0 on the Amstrad are 
not identical. I have written a short 
program that will a^low you to load M, 
Grafpad picture using the correct colours. 

1 REH ftirstrac" Action 0ecS€ 
15 WOOF 1 TNK 0,0:3QEDER © 

Mick Ellick 
Nail sea. Bristol 



Tola fold 

It is now official* From Amssrad k&Mdquar- 
ters coines ihis astounding piece of 
information: 

Your 464 is Isnown as Arnold (yes, I 
know that is common knowlege). The rare 
6G4 breed are called IDlOTs (Insert Disc 
Instead Of Tape), and the jolly old 6128s are 
called BIG CDIOTs (I'm sure you can work 
that one our for yourselves)- 
Jtn Amstrad Official 
Brentwood, Essex 



GAC busters 

Fairly simple adventures can be msde dif- 
ferent each time the game is played by 
putting certain, objects in randomly selec- 
ted locations, This can be done with GAC 
(Graphic Adventure Creator^ This 
example deals with object number 3: 

Select the 'object' option and define bis 
usual! placing in any location. In the 'high 
priority' mode insert ihe following lines: 



Dazzling border 

Here is a quickie for yon: 

10 FCF to 70 OUT &7Fp0.t 

2*3 ^X- - GOTO "3 

Blast the bankman 

After several sleepless nights, 1 have fmallj, 
found a way of incorporating the Baftkman\ 
ag&r routine into your Basic listing, 
avoids the need to toad Bankmanage 
before running your own program. 

Just insert the short routine somewhere 
imc- your Own listing: 

1G0 GC5UR 130 

110 ■ rest of your prog ran 
120 EfcG 

130 H &2nk user rc^ti^e 
140 k^H IHEN- ! G : flEPGRY s-1 
150 RESTORE 220 
ICS FOR y-s TO x*15 
170 3EA0 3$ P0KF y.VAL 
130 NEXT aft-0:.CALL x,ga£ 
199 HEtfjljBY a+l&:x-HlME* 4524 
2p9 MEMORY x-l:L0AD ^anLiar.tiin" >| 
21 P CAL. * : EAHKOPEN , 0 RETUHV 
220 DATA {9E FF.CD ,15. 33 FR.DD.66 
230 DAT* 31 , DD.GE.0sa. 73. 23.72. C9 
I Art drew s 
(by telephone) 

Printer dump for Screen Desigm 

l enclose a poke that enables screer>| 
drawn hy Artisoft's Screen Designer to 
dumped to a printer using any screer 
dump package ( Taac&py is my pref eren ce | 
Follow this procedure: 

1. Run Tascopyiox equivalent) 

2. Run the program below 

3. Follow prompts, and insert cassette will 
pic. 

The picture will load a* normal, 
compledon. a copy will be dumped to tl 
printer. 

1 1 Anstrad Action Dee66 
10 1 &i)SS#tt4 <swnfl"s only 
20 HEHORV 12247:H0D£ 2 
39 PRIMT "IKSeflT CASSETTE -PRESS A <l 
i| LOAD *-:f*0KE 1 2403 . 255 : CALL 122f 
60 (COPY 

6^ 1 TASC0PY i^As this coward 
7p 1 to duflp £ sc^flcn to tta prinr^ 

P^tL-r Wolklett 
Leuchars, Tile 
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ev up your engine and take to the skies to 
\aveyour\ountry. Hunt down the enemy 
and build ufryour log of kilts as you rise 
through the ranks to the elite of the RAF. 





kX XXXXX 


AXX a 


kX X XXX XXX 

kX xxxxxxx 


XAA X, 


XXX \] 


kX XXX XXX 


xxx \ 


kX XXX XXX 


5S5SS: 


kX XXX XXX 
kX XXX XXX 




xxxxxxx 

XXX 
XXX 
XXX 



XXX XXX 

xxxxxxx 

s iSSSi A 



AmstradCPC 
Atari XL XE 
Atari ST 
Commodore 64 
MSX 



Spectrum 48K123K £9.95 



£9,95 (disk from Amsoft) 
£9.95 tape. £12.95 disk 
£24.95 

£9.95 tape, £12.95 disk 
£9.95 tape 



+m tee 



.an 



d Today 





1 




Plot your course to the enemy HQ at the controls of your 
full function V.STOL Harrier, protecting yourself and your 
ground sites with cannon, bombs, and Sidewinder 
missiles. 

A classy, polished, and highly addictive simulation" 

-Computer & Video Games 

Amstrad CPC £9. 95 tape, £14.95 disk 

AmstradPCW £19 M 

Atari ST £24.95 

BBC/Electron £9.95 tape, £12.95 BBC disk 

Commodore 64; 128 £9.95 tape. £12.95 disk 

Spectrum £9.95 




Maxwell House, 74 Warship Street. 
London EC2A2EN Tel: 01 -377 4644 





ACOLOURTVFOR£69.95! 

incfVAT 

FACT NOT FICTION. THANKS TO SCREENS ENGINEERS 
AMSTRAD COLOUR MONITOR OWNERS CAN HAVE A TOP 

QUALITY COLOUR TV FACILITY THROUGH THE 



SCREEN VISION TV AND VIDEO TUNER 



r 



SIMPLY Pl LG IN YOUR MONITOR. NO MOD1HCAT ONS. ALTERATIONS OR SPECIAL CABLES NEEDED AND VCUR MONITOR 
HAS DUAL PURPOSE. A3 A DEDICATED COMPUTER MONITOR AND FULL COLOUR TELEVISION ?! 

+ SUPER SLIM MODIFIED TV-VIDEO TUNER OF MOST MODERN DESIGN * SPECULATIONS 

* BUILT IN AUDIO AND COMPOSITE VIDEO OUTPUT 

* PUSH BUTTON CHANNEL SELECTION * CRISP CLEAR PICTURES ON ALL CHANNELS stttcr 

* LCD STATUS INDICATOR * ISOLATED 24DV AC POWER FOR COMPLETE SAFETY 

* SEPARATE CONTROLS FOR BRIGHTNESS, COLOURS. VOLUME * ON -OFF SWITCH 

SEE THE AMAZING SCREENVISION AT SCREENS TODAY 



HOW TO ORDER 



ci^uij ■■u:3Mf m*Q**w\*Qi* iiiMPif 

rtLEPHOf^ OtC IMMttb t t JWO NJi*£* ft* f A* P 5t^ATCM 
IFffTTEH CRDEH5 WTH PAYMENT PlEJLSf ALLOW I i 3*1 1 Qf UV|HY 
Of l^W QPffiK HELD* Effl t» {« » [JW iK II 

ALL OFFERS SUBJECT TO AHILABUT* 




SCREENS MICROCOMPUTERS & ELECTRONICS 

MAIN AVENUE. MOOR PARK. NORTH WOOD, MIDDLESEX. ENGLAND 
TELEPHONE: 09274 20527 TELEX: 923574 ALACOL G 

FACSIMILE: 0923 40402 PRESTEL: 927420664 



"JCPORT ) 



onntrn ENQLnnifeis wtL 



Tg.iftWVtf:': 



* : SC R £ E N 3 3 ( 



SCREENS « SCREENS * 



TAPE TO DISC AT THE TOUCH OF A BUTTON 

WITH THE PERIPHERAL THAT ALL AMSTRAD 
OWNERS HAVE BEEN WAITING FOR 

THE FIIRRGE IflRGER 



* FEATURES: * 
Extremely easy to use 

Transfer ANY program to disc or tape at the 

touch of a button 
Fully automatic saving of ANY program onto 

disc or tape 
Freeze ANY game at any point, save it, and 

restore it later 
Menu driven with prompts and single character 

commands 
User friendly and fully error trapped 
Consists of hardware only no additional 

software required 




# FEATURES: * 

* Internal 8k Rom and 8k Ram 

* Very powerful and efficient compressing 

to use MINIMUM space on your dbc or 
tape 

* Through connector for adding other peripherals 

* FAST, SLOW 4 TUR80 speed options when 

saving to tape. 

* Handles expansion Rams and all paging modes 

■ Can be used without disc interface (CPC 464) 

■ Display colours can now be set up as required. 

* The display window size can be set up to suit 

any program 



The Most Revolutionary and Exciting Peripheral for 
all Amstrad CPC464, CPC664 and CPC6128 Owners. 

'The Mirage imager must be the smartest peripheraf yet" Amstr&d User 
'Very simple to asa and works every time" Amstrad Action 



In case of difficulty order directly from: 

24 Bank Street 
Bra in tree 
Essex CM7 7UL 
(0376) 48321 

Trad* enquiries welcome 




Available from good retailers everywhere 

for only £49.95 

(61 2B owners add £4.95 for bus extender lead) 
VISA i 
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DISCOUNT SOFTWARE 
3 STATION CRESCENT * WESTCQMBE PARK 
8LACKHEATH ■ SE3 7ER 
Access orders/an quJneate I: 01-305-0521 

ALL PRICES INCLUDE FREE FAST DELIVERY W THE WK OWt V. PL EASE ADO 
TOP PER TAPE ON EUROPEAN ORDERS AND r. CO EL SEWHERE 

New titles arriving ©vary day, ptease ring for details. 
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WHY NOT COME A NO PtCK UP YOUR SOFTWA RE PERSONALLY FROM R 
DISCOUNT SHOP AT 3 STATION CRESCENT, WESICOMBE PAfiK, GLACKMEAlW, 
LONDON S £3 7ER- RIGHT WESTCOHBE PARK RAILWAY STATION ON 

THE EOUTHFRN RFGION- OPEN SATURDAYS OWLY FROM 10>5 TIL &00PM 





Breaking through the den^e cloud cover you 
were relieved to see a dazzling white snowfield 
spread b«ltm you. Efespiirately preparing for a 
urayh landing, you were distr^trted ny a glint of 
sunlight on glass - a building! Could THIS be 
the lost civilisation? 

Your attention however was drawn bade to 
the ground hurtling towards you . . . 



AVA I LABLE FHOM 
A [ ,L LEADING RETAILER 
or direct from: 
INCENTIVE SOlHT9 T AftE I 
2 Minerva \ \ wm*. l 'Mv T'n ? L,. 

PRIORITY OKDER FORM 
Please rtiah me for my: Com modore 64 □ 
Spectruinn BBCB □ Amsti^C3PCn 

WINTER WONDERLAND £7, 96 □ 

Apache Gold (except BBC) £7Sb □ 

Graphic Adventure Creator j £27 95 □ 
I enclose chcque/PO or please accept my credit 

card Nn,„_ 

Address . 



SERIOUS SOFTWARE 



Tape 



to disk with a touch of con 



trol 



Discovery Plus is a revamp of Siren's original tape-to-disk 
Di$eQ very. There have been vast improvements concerning 
ease of use, presentation and general performance of the 
software. 

Included on the disk are Tape Disk", which was previously 
sold on its own as a headerless copier, 'Tape Disk l\ a 
revolutionary multi-copier program, and 'Splock Trans' , which 
deals with the DJL Speedlock loaders (a protection system used 
by some software houses). 

The original Discovery has also boen put on the disk. We 
reviewed this in the February issue; suffice to say that Discov- 
ery transfers ordinary block saved programs from cassette to 
disk. It will rename or relocate the files to make them compat- 
ible with the disk operating system. 

Siren's new improved Speedlock transfer program (sounds 
like a commercial for soap powder), called 'Splock Trans", will 
need approximately 52k of free disk space, as it has been 
configured to handle even the longest ot programs. This routine 
asks for a name under which to save the program and proceeds 
to load the game aa normal. Once loaded, the disk motor wlL 
start up and, hay presto, it's on disk - magic. After the transfer 
has been completed, the game will start normally. 

For those awkward header less files on cassette - another 
common form of protection - 'Tape Disk 1 is available to transfer 
them to disk. However, they will not nm independently; they 
must be run from within the Tape Disk' program, which is 
designed to discourage piracy. 



Tape Disk V is a most amazing piece of programming. It 
transfers software to disk at the Touch of the Control key, The 
program Loads and runs the game aa normal; as soon you press 
Control, the game is on disk. It is similar 331 principle to the 
various hardware devices on the market - such as Multt£aice II 
by Romantic Robot or the Mirag& Imag&r r 

It has its limitations obviously. Although many cassette 
software titles are easily Transferred especially those with 
loading music - "Tape Disk V needs a completely free com- 
puter: all expansion roius and interfaces must be removed (with 
the exception of the disk interface, of course}. Programs saved 
using this method need the original Tape Disk 1' program 
present on the same disk. Furthermore, whatever was saved on 
a 464 will work only on a 464, what was saved on a 6*4 will run 
only on a 664 and so on. 

Discwv&ry Plus must be the most advanced, and probably 
the most efficient, tape-to-disk transfer utility to date. You do 
pay for the privilege, though; £13 is nothing to sneeze at, 

It must be noted that this program takes steps against 
piracy - particularly that the DiscQvery file must always be 
present on the disk. 



GOOD NEWS 


BAD NEWS 


> Will transfer lots of 


► Mortgage your Amstrad , 


programs. 


P- Can't cop? everyth i ng . 


> Easy to use and understand. 




► Takes steps against piracy. 
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Manage your 



disks with delight 



Siren has come up with another marvellous piecK ol software. 
This is a package to give the disk user a wide range of 
"housekeeping 1 utilities* 

The thing that immediately strikes you with this product is 
the new packaging and layout in general - a much more 
professional touch, This approach i$ continued with the 
program's menu systems: all prompts are very user-friendly, 
and confirmatory messages appear at appropriate stages, 

On loading Handy Man, you are presented with a fairly 
impressive hat of options. Some very original and technically 
brilliant routines are available. These include a 208k formatter, 
an option to save the entile contents of a disk fo cassette, and a 
■/■■■:ry useful search routine for finding those AscH messages on 
disk. 

One option causes an eight-page manual about Handy Man 
to be dumped to the printer. It's all very well if you have a 
printer, but what about those without? Not lo worry: another 
option lets you read on-screen instructions for any routine. 

The 'Superform 1 routine has all the facilities lor formatting 
the usual CP/M, data and IBM disks. The fun starts, though , when 
you are given the extra choice of 'Sup 202' and 'Sup 208". These 
give 202k and 208k free disk space - about 24k more than 
standard formats. They work by writing a file in ordinary format 
onto the disk; when executed it gives you all thai extra disk 
memory to use. It is even possible to use these formats under 
CP/M as several COM files have been supplied - great stuff, 

Suppose you wish to transfer Tiles from a data-formatted 
disk onto your new 'Sup" for malted disk. A program entitled 
'Trans File 1 will do the job for you 'Trans File* can cope only 
with program lengths of 3Sk or less - so unfortunately you are 
stuck unless you are in the know, 

"Disk Release' has two options. One allows you to release 
the disk 1 while the other restores the disk 1 , Releasing a disk 
will cause hs contents to be written to cassette. You are 
prompted for a disk name as well as the date (very handy, as 
these are quite easily forgotten). The data will be written at 3000 
baud in 4.5k blocks. Therefore at least JM minutes Of tape will be 



required, as there can be up to 40 blocks „ each taking 25 
seconds to save. 

Restoring a disk will require an unformatted disk, or a disk 
whose contents you do no J mind being over- written. The 
process is the exact reverse for releasing a disk. These two 
options are excellent* especially when disk space is at a 
premium. 

Searching a disk for a particular string (even control 
characters from 0 to 31) or a group ol hex numbers couldn't be 
easier than with fc Disk Search 1 . Enter the string you wish to find, 
and the program will search each track. When it locates the 
string, Disk Search wall enier its edit mode, allowing you to alter 
the contents of the sector being displayed. The search can be 
continued by pressing a function key, A maximum of 33 Ascii 
characters or 10 hex numbers may be searched for - more than 
enough for most purposes. 

File Search is a small offshoot of Disk Search With this 
option, you can enter a filename and be presented with a hex 
dump of the first sector of the file, ready to edit- You can easily 
step on to following sectors. 

Menu Maker' is the final program in Ihe Handy Man suite. 
This copies the file + Menu" orslo your disk. Run the program to 
^e its effect. It is actually a disk file manager, which allows 
selected 1 files to be displayed, giving the option to load or run 
any of them. 

Using Select" and TJnselect 1 is handy if you select al! loader 
files, and unselect all other subsidiary files. In this way. every 
time you run "Menu 1 , there is no confusion about which files can 
be run, 

Handy Man does take the drudgery out of disk 
management. 



GOOD NEWS 


BAD NEWS 


► Vlry ustr-lrrenply. 


► Trans File' dt>es not capy 


* Disk Managmfrnf bscomtsa 


liles larger than 38k 


jay. 




* Amazing new 208k formal, 




* Sirardi option rs vsry last. 
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Hot being vwy interested in aE the newspaper hype about 
artificial intelligence, my initial reaclion was to snub this book. 
However after silting down for several hours, with the intention 
of merely scanning the pages, 1 found myself deeply engrossed 
in the subject matter. 

Patrick Hall certainly has a knack for keeping the text lively 
and flowing, I caught myself giggling at various stages 
amusing results can happen when using computers for this 
purpose. 

The book starts each chapter with a brief history of AI 
during a certain period in its development. Following this is a 
program for the reader to type in - it usually has some 
relevance to the te*t be So re hand. 

Starting from the beginning, Mr Hall introduces us to AI 
with a program that composes music - and which more 
generally is capable oi simple? creativity. This is illustrated by 
Ode, a simple program that generates verse m rhyming 
coup! els - the Output can be a little short of hilarious. 

Each program is clearly written, with every subroutine 
distinctly labelled L The 'commentary' on the routines is quite 
unbelievable; practically every line is dealt with separately* 
giving detailed desoripiions on what Sask they perform. 

During the Second World War, computers were used for 
breaking codes: eventually from these humble beginnings rose 
the translators. These programs attempted to translate one 
language to another. Unfortunately all kinds of problems crept 
in here, as demonstrated by a program that translates German 
into uproarious English. 

Many such copies are discussed in Amstrads and Artificial 
IntelUgence T with practical programs that are substantial pro- 
ductions of landmarks in AL Some are actual recreations of 
great developments witin this field. 

If you fancy a good reSaxing read on a topic on the frontier 
of today's technology, without anything too technical, then this is 
a must. 1 just wish there had been more to the book - my desire 
for knowledge had not been quenched The history side of 
things was rather rushed, with program listings and explanation 
taking up seventy per cent of the text. 



GOOD N t W S 


BAD NEWS 


► Enjoyable reading. 


► Perhaps too little 


*■ Excellent demonstration 


information. 


pre grams. 


► Tdij many listmys. 


► Nothing ifchftical. 





ADVANCED AMSTRAD BASIC 

*j«p5teb«d *D»«"^ papers 112.95 
ISBN 0-86161-202-7 




Has Melbourne House gone mad? How can a publisher have the 
audacity to charge £13 for such a book? Some of this author's 
previous efforts from the umiw press have been almost twice as 
thick for hardly half the price. 

Apart from ihat outburst, I have only praise for this 
publication. It is written by a very talented man. Joe Pritchard's 
previous book* Rendy-made Mazhmv-Language Routines for 
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fhe Amstrad. was one of my favorites,, and most certainly help 
me with my assembly-language programing. 

Advanced Amsfrad Basic assumes you have a fair! 
thorough knowledge of Basic, with a minimum amount 
assembler - which is only to be expected, otherwise it wou] 
have a different title! 

Chapter 1 starts with graphics and animation. There 
clear listings, showing you how to print characters of any size 
any angle - even rnullicoloured^ Each routine is clearly ex 
plained . encouraging tht* reader to take the bull by its horr. 
and alter the programs to suit lus or her requirements. 

I was impressed with the graphics routines, which mad 
use of Iraiisformations*. A shape can be transformed I 
carrying out mathematical operations on it. Here matrices com 
into play - I always wondered, while slaving away a( my ma 1 
homework, what use they would be in the real world. The 
goes into just enough detail, giving plently of short routin 
without putting the reader to sleep. 

Sound is the following chapter: this covers all the soun 
commands available to the user under Basic. Especially d 
tailed are the sections covering tone (ENT) and volume (EI 
envelopes. There is a section on playing music undo* interru 
using the OX 3Q instruction. It is a pity this was not covered 
greater detail - even a small section on how to produce 
desired e - feet via machine-code would not have gone amiss. 

Mr Pritehard has steered we J away from generating sotr. 
using machine-code. The reason for this is that Basic gives y 
so much control over the sound chip; even producing a 
buzzing noise in machine-code is a very tedious ar«d drawn-o 
process. 

There is a useful section in the book that shows how, whe 
and why Basic lines, variables, strings and so on are stored 
memory, By poking the appropriate values into the corre 
memory location, Basic program? can be altered during 
time - it's all detailed in the book if you care to discove 
Included is an explanation on how to create faster- running Ba 
programs; this entails integer variables, multi-statement Ln 
and removing REM lines. 

Directly following is a large chapier devoted eg espl 
and using REX routines (resident system extensions - 
commands). Using this system, variables can easily be pass 
to machine-code routines, There are a number of interest' 
programs for the user to type in and modify, including 
enhanced catalogue, a p^use facility and even a routine 
inspect data from any roms you may happen to own - all 
used via RSXs and should really get you to grips with the 
and control of them. 

You are taken on a guided tour of the screen, with g 
examples on manipulating it. it is about tame someone made 
decent attempt at unveiling the mysteries or rather eomplexiti 
of the screen. A lot of effort has gone into this tiny 
informative chapter - included are notes on the CRTC (cathod 
ray tube controller) and the registers* what they do and wh 
happens when you alter their contents, 

The final section in the bock is programming tips. Not o 
is information provided for d dying and structuring 
programs, but hints on error-checking, debbuging and clev 
use of command words are also thrown m< One particula 
good aiea coveted was cassette systems and ways of elimin 
ing loading or saving errors - there doesn't seem to be a tn 
passed by, 

AD in all, a very well written r easy-to-follow and enjoy a 1 
book. The effort the author has taken to put across ideas 
exceptional. Fm sure that after reading it many of you will 
only Coo eager to jump into lower-level programming 1 
guages. Thoroughly recommended! 



GOOD NEWS 

> Well written - easy tu 
lollow. 

> Gobs into detail an obscure 
subjects 

> Will develop four 
programming skill no end. 



DAD NEWS 
► F.ir ton nxpftnsivf!. 



SIREN SOFTWARE 



MASTER DISC"*NEW* 

The only disk utility package you will ever need, 
this program really does it all. IMAGE ■ make 
backups of your disks (inc* funny formats, elc) 
DIRECTORY EDITOR - unerase files, show 
hidden files, secy res files etc. 
SPEEDFORM - formal your disks lightning fast 
SECTOR EDITOR* complete sector editor, 
DEPROTECTOR - deprotect a Basic program. 
DfSK HEADER - display start, Jength, type, etc o( 
files. 

TAPE HEADER - as for disk header, but for tape, 
TRANSFILE - transfer Individual fifes from disk to 
tape or disk to disk. 

DISKMAP - shows how files are stored on disk, 
TYPE STYLE - display on screen or printer any 
ASCII file. 

DUWPFILE - display Hex/ASCU format for contents 
of a file. 

D f SK - s peed u p you r d isk drive by up to 20%, 
This diskdoos it all! 
On 464, &64 1 8128. Disk only £12.99. 

OVERSEAS PLEASE ADD C1.00 FOR POSTAGE AW PACKING 
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SOFTWARE LTD. 




Also for Amstrad PCW & Amstrad PC 
— Wriin tor catalogue. 

NOW ONLY £12,95 discs & £9 M casawtas, 
£2 P4P (includes airmail woridwldaj 
Playschool (3-6) 

nd vl u u n viiti Supfrxd . 
Mu Me IrwiMt (7 sWi! 

iAjIG wmpQsr ard pano player EitfcteM gra^nc pM^wm cornpwe up to 1 GOT 
noies iirrpe is us*. "LrefflSb-ft vtfu* tor n»raf 
Higic Maths j*q 

Here a" lasi is a ma'ir.s pro-am iriidi r«-wiy does rwl m& tef.-n 'ftducsMfi^ gamft" 
Dealing with jdd:tcn «nd suwaciion, fl brinQS r-ew sLaioards u edut^rcnal stfttwa r e. 
Maths Mama (B-12) 

The first idSidrvt mat*S gama p s r Ibis age group. Con»iva&ng on mutipiiciibM i.rd 
(jvi^ori, it gives hours on Ilii. Donl lor Jea. 
ItoiieTtuoiy (7-acufl) 

A artp§riwisiYB nvsic oc^se inked to graoe mihnry. 
Saac Geomtny f9*'i 

£*G9Hem use of Vie nrpuier in ^rptiicing Hi tffajlt subset A lutor a! pur wn 
M*ir Sp#in^1Z) 

rh# rnarii.fi: ieadef it spelling pragrws ^ving you '6 w opwu wcnoose torn, 

Bfll6f Miffl"S t (12-1$) 

Uung cLEtfferu grssh-cs mis course will reairy t»ne>t r$ r" you #inn a mafhi. 

oa/ie dont senie tor less a*c b* E^ppomEed. 



t*t toe i«g#% rated jwgsm ior ita 1 2 to i 6 y*ar old. Ua^ suprb giap&ics ,i has 

""iflftiuitSBc&G-Ts of Phases. 



ct «' pf^ifn lo rjvs a k4 an edge in m subset. Has causey cut I .rrporrani 




i pi your wis agars we oonipuief topics such as ceils. 
Gaognpfty 

A ipecattf sun or ■«* « anc * j-.k xdcs Etccdjc-a > Mi ec 



ALSO FOR PCW 9256 
VtSA HQTTJNf rmg 0l«5l<1 ?im {UK] 
Miil ordsf only. $*nc ^«w»&o,Vi« no. iftf imm«lfli di^wy 

1 1 ■ -i -j r ■ — * - r 1 1 1 i i " - * I ' i i . I I 1 1 1 1 ■ r il 

vagOO*TiW tSBw. rwlMF^ umenpt ^mbtKI, 

Jiekpuom- (Ki)^T9M. (U K.|i di0-3534i^m* 
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THE AWARD WINNING 

GRAPHIC 
ADVenTURG 
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or please debil my credit c*rd No. . 
Name 



Address. 



A very clever utility TTr 
Highly recommended. 

______ ACOR N USER 

sophisticatedadventure generator. 

L^_l^ 

Now everyone can write professionalfy 
illustrated adventure games, 
The Graphic Adventure Creator -THE 
adventure writing utility of the eighties, 
4t Unleash the Power of your imagination * 

AVAILABLE AT ALL 
LEADING RETAILERS 
or direct from: 
INCENTIVE 
SOFTWARE LTD., 
2 Minerva House, 
C j 1 leva Park, 
AJdcrniaston, 
Berkshire -RG74QW+ 
Telephone: (07356) 77288. 



PLEASE RUS1 1 ME (1st Class Postage FREE) 
TH E GR A PHIC AD VENTXJR ECR EATOR 
Tspt €22-% □ Disc £27.95 □ 

Winter Wonderland graphic adventure £7.95 □ 

Apache Gold (Except BBC 6) . , £7-95 □ 

[ he GAC Adventure Designer Pad , , £7.^5 □ 

b PEC t KU M □ COMMODORE WU A MSITUD CPC □ 
BBC B □ GAC **tr«i information - free with *my order □ 

I enclose Cheque/ 1 1 . 0, ior£ 









"Plan the Robbery of a Lifetime!'! 



GflinmMtorfr 14/1Z8 'MM* ft* tflrt £ 14.35} 

Annlrid 4Si/664/412i fcamti* f8.95, tf/jfc-f W.S5/ 
Spiclnim 41/111 {cassette f* $$) 



OUT THIS MONTH 



■SUM Arliliifffl 



MLId [Jig) 



STEP! 



AVAILA1L E FROM ALL W» SflFTllWK RETAFLER5- IF rT'S JIQT THERE* PLEASf ORDER If -OR IN IKE CASE AF DfFFieULtYHM YOUR GROSSED CUt Ml/P r Q r MAM Oltf TD ARIQLAEO-FTWt LTD, IMfUUBIHG TD 

QWKNAWE AND HDftt&S, Tfl JmiOLHQFT* F.D. HK411. LO-NDOH NttP 2ND 



Probably the best joysticks in the world 




The Explosive Joystick 

Compatible with ZX Spectrum,16k l 48K,l28k,+2, 
Commodore 64, Vk: 20, Annstrarf, Atari, etc. 
At only £8,95 (he lectures- on tfw 1 25 are second 10 non& 
Besides its unkyje internal structure, buiH to withstand 
immense punishment from even the most vigorous games 
player, ihe joystick contains no less iftan four extremely 
sensitive fire buttons. Two are housed in the handgrip 
which has been moulded for extra comfort and ease 
of operation. The trigger finger fire button provides 

and comfort for your finger and the top fire 
burton i£ contoured to fit your thumb for sure tire 
shooting, The base fire burtons are positioned for extra 
control and two hand firing whether you are 
right or left handed, 

A buill in auto-fire switch provides continuous 
shooting at the touch of a fire button. 
Including Spectrum +2 Setector Conn&ctor. 
The 125 comes compile with a lull 12 months warranty 

FriCH inC'tKto VAT, HSttge * iw*i*g Otf t«vy normally 14 days. 
«;heeiah praducis ivaHaftl* Iwi txttsGnm* at 



WH SMITH # H**SL Stores 

al flooo cwef ***** 



A Right Roya/ Joystick 



MICRDSWITCH JOYSTICK 



0METAL SHAFT jj&AUTO FIRE 
H +2 SELECTOR CONNECTOR 
#12 MONTH WARRANTY 

• Deluxe, robust construction. • Comfortable rugged 
hand -grip, Sdirectbnal control with automatic centering, 

• Heavy duty base with strong stabilizing suction cups, 

• Highly sensitive light touch MICRO SWITCH tire buttons, 

• Economically designed control handle with indestruc table 
METAL SHAFT. • Built in AUTO FIRE function, 

M ac hi +40f stick compaubl# with;* Sinclair ZX Spec I rum i6K»48K,t2&K. + 2 

• Amstrad computers * Commodore 64 & VIC 20 Computers 
» Commodore C16 & Plus 4 Computers (adaptor sold separately) 

• MSX Computers * Atari 2600 * Atari 5200 Video Game Systems 

• Atari Home Computers 

Pth(*1 JUiiiflfr VAT. fjtiS-l age * p»cMnf Qtkv*t f ao# m*llr 14 Q*fi . E mp&tt Ofd*rt M tip nl r* tfflt Desll r tAqwi' r* 1 PtiCQm* 






AicrMig 




CHEETAH MARKETING LTD. 
I W UtOW BROOK SCIENCE PA«K 
CfoCK HOWfL t ROA D. ST. ME LLON S. CAR D>F F 
TEL: CARDIFF (0222) 777337 TELEX: 497455 
FAJC0222 779404 



SERIOUS SOFTWARE 



Las* month we saw how we can make our instruction* to Arnold 
conditional - how we can tell him to do one task or another 
depending on circumstances. To do this we need the commands 
IF; THEN and ELSE, which are used itlce this; 

IF b-(f THFK PRINT "Yc.* pan't divide by zero" 
tLSt Pftiftl a: " flfvitfeJ by Vfc:* $qunl$ *;a/h 

When Arnold comes to a line like this he works out whether the 
condition - 'h = 0' in this example - is true or false. If the 
variable 'b' has the value zero then Arnold obeys the PRINT 
command between THEN and ELSE, but if B b - has any value 
other than zero he'll obey the PRINT after ELSE instead. 

Conditions like that 'b-0' are the hean of IF-THEN-ELSE 
lines , but thafs not all they're good for. The commands WHILE 
and WEND also use conditions 



WHILE-WEND LOOPS 



Let's look at a simple program to move a square around the 
screen, It's very much like some that we saw earlier on m AS, 
when we were looking at variables and expressions. 

itf" mut 1 

20 FOfl a-37fl TO 0 STFT 1(5 
3tf CLS 10 Vt 31 p. a 
-p HRAk 1 .11(3, a 
M DRAW 33O,a*20 
n raw 310**70 

DRAW 31Q.a 
flfl NEXT ri 

This draws a small square, drifting down the screen till it 
reaches the bottom. Thai *STEP -10* tells Arnold to reduce the 
loop variable 'a' by 10 every lime he runs through the loop, 
until V goes below the second operand of the FOR command - 
zero, in this case. 

Now that's all very well, but it's no! quite the effect Pm after. 
Really I want the square to gain speed as it moves down the 
screen, so that it looks as if it's falling. In other words I want it to 
move down by a greater amourueach time through the loop, 
rather than the 10 units fixed by the STEP size. 

The re 1 s nothmg too difficult about getting the square to 
gain speed. Edit lines 20 and 80 to look Lke this; 

20 r-LH b-tf ft 6P STEP 5 * v-j.y 

80 NtXT 3 t ... : /: 

Now add these new lines, and then try the program out: 

1ft a-37G 

7n d-H-l: 

This does the job. up to a point, The square certainly looks a lot 
more as if it's falling, but unfortunately it doesn't get as far as the 
bottom of the* screen The problem is. there's no easy way TO 
work out what FOR or STEP operands mil get the square just to 
the bottom of the screen 

When we had the original listing it was simple. The loop 
variable a represented the height of the square above the 
bottom edge of the screen. We could use the second operand of 
the FOR command to stop the loop (and thus the square) a! some 
particular value of the loop variable: some particular height 
above the bottom edge, in other words. With the second 
operand of FOR set to zero, the square kept on moving down 
until it was just about to go off the bottom edge. 

Now, however, the loop variable is *b*. This represents the 
amount by which the square moves down each time - its 
downward speed, in other words. We can only use the second 
operand of FOR to limit the maximum value of 'b\ so we can*t 
fell A moid that way the height we warn to stop at: just the speed 
we w,\nr to stop a l. Either we work out how fast the square's 
going to be moving when it hits bottom (and who wants to do 
that?) or we spend five minutes trying different FOR and STEP 
operands. 



A BETTER WAY 



If neither of (hose two solutions appeal to you, don't worry 
there's a better and simpler way. Edit lines 20 and 80 30 that the 



Absolute 
Beginners 

Looping the loop this month: 
Basic novices, wend your way 
in Andy Wilton's crash course 



whole listing looks like this: 

to Monr 1 

3b 3-370 

2(3 WHILE h<-GZ s>-t-L. 

3j3 CLE MOVE 310. i 

43 DRAW 3W.fi 

ft? DflAU 33tt. a* 23 

63 DRAW 310, tWi* 

70 ORAli 31 9, a 

75 a - e-b 

If you run this you should End it behaves exactly the same as 
did before the alterations, In other words lines 20 and 80 forrr. 
loop -ivhich sets 'b' to U r adds 5 to "b" for each cme through it 
loop and then stops when 'b' goes over 50. 

If you look ai tine 20, you 11 see that it breaks down in: 
three separate commands. The first and last of these ar 
familiar: b -0 sets B b f lo 0 while b = b + S p adds 5 to 'b\ Th 
means that k WHILE b^ = S0" and the "WEND 1 in line 80 form th 
loop, and slop it when 'b* goes over 30. 

From this you should be able to that WHILE and WEN 
are rathe t simpler than FOR and NEXT, WHlLE-WENl) loo 
don't hsve loop variables: in the above example, 'b 1 is n 
different Irom any other variable. The only thing WHILE- W 
loops do have is a condition: "b = 30'. in this case. 

Just as with IF-THEN -ELSE, this condition determines whi 
of two things Arnold does If b' is less than or equal to 50 th 
the condition is true, and Arnold repeats the loop. If 4 b g 
greater than 30, however, the condition is f*lse and A mo 1 
stops repeating the loop. 

This stiil doesn't solve our problem after all, it only d- 
what our program already did with FOR and NEXT. We c 
soon change that, though, tt you remember, our problem wi 
FOR was that you could limit only the loop variable *b' t and . 
wanted to limit the height a" instead. There's no such probl 
with WHILE, There*s nothing special about any of the variabl 
as far as WHILE is concerned. 

At the morneni the WHILE condition jusl lesss for 'b' go 
over 50, but it could just as easily test for anything you can wr. 
a condition to test for If we cliange line 20 So 

20 b-0: WHILE o>»0-b-u+5 

then Arnold will carry on looping until V is less than zero, 
means that Arnold will stop repeating the loop only when 
square is about to go off the bottom of the screen - and thai 
just what we were after. 



WHILE-WEND vs FOR-NEXT 



Wo now know two different sets of looping commands, Le 
compare what they do, 

In a FOR-NEXT loop, Arnold sets a variable to some star 
value. Each time he repeats the loop he adds a fixed number 
the step size to this variable. He stops repeating the loop o 
the variable goes over some given upper limit. 

In a WHILE -WEND loop, things are much simpler. Am 
doesn't set or add to any variables, unless you give : 
separate commands telling him «o. He just keeps repeating 
loop, and does nothing else He stops repeating the loop w 
the WHILE condition stops being true. 
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To sum up, FOK-NEXT loops are more complicated and do 
a Lot more work for you. tf you want a variable which increases 
(or decreases) by a fitted amount each time through ihe loop for 
use insider the loop, and if you want to stop after a fixed number 
of times or when the loop variable reaches some fixed value - it 
comes to the same thing - then FOR-NEXT is what you're after, 

If you want more freedom, WHILE- WEND might well be 
what you need- You have to do more of the donkey work 
yourself, mind you. If you want a variable increasing by some 
fixed amount each time through the loop, you 1 re going to have 
to fix it yourself. The 'b = b + 5 1 in the new line 20 wasn't 
necessary in the old line 20, because FOR and STEP took care of 
that for you. 

When you need to decide which type of loop to use, just ask 
yourself (a) do I need the loop variable? and (b) when do I want 
the loop to stop repeating? 



NESTED LOOPS 



So tar we've only skimmed the surface of wha! loops can let us 
do. Our program draws a square falling' towards the bottom of 
the screen, but you could do much more complicated things 
with it if you wanted lo. Using just one loop or even a series of 
loops one after another doesn't get at the real pow^r of looping. 

Before we get any further we'll have to get rid of that 
falling-square program. We'll need it later on though, so rather 
than typing NEW straight away we want lo save It 

It's a good habit before saving anything to label it by 
tacking a few REM statements to the top of the program. Slk 
months later with a heap of cassettes or disks to sort out you'll 
be glad you did, 

1 ftEtf fal 1 tng squares 

2 HfcK Afasflluto Boflinncrs AA Dvc 313 

Now if you've got a disk drive you've got things easy - just 
shove a formaued disk in the drive, type SAVE "square"' 
(return), and after a few seconds of whirring you'll have your 
program safe and sound on your disk, (If you don't know how to 
format a disk, check on! Matt's Booting Up CP/Mtoi the details,) 

If you've got a drive-less 464. just put a cassette in the data 
recorder and type SAVE "square" just as you would for 
saving a program to disk. Arnold will then coll you to 'Press 
EEC and PLAY then any key 1 . Do just that, and he'll save your 
program for you, It'll take longer than a save to disk would, but 
for a program of this length it's probably worth the effort. 

Now that you've saved the square-dropping program, type 
LIST. You 1 11 find that the program is still quite unchanged. The 
SAVE command doesn't move the program onto your disk or 
cassette: it just makes a copy there, leaving the original intact m 
Arnold's memory. 

Knowing that we've got a copy safe on cassette or disk, we 
can use NEW to get rid of the original. When you've done that, 
try typing in this listing: 

Tf* FU* a-1 TO IB 

This just prints out the Five-times table - hardly exciting stuff, 
Fm sure you'll agree, How. modify line 20 and add new lines S 
and 35, so the program ends up Looking like this: 

5 FCfl b-l TO 10 
10 FOR *-1 TO 1-3 

20 PAINT h>" tfves '" e; M " b*a 

50 NEXT a 
3D NEXT to 

Try to guess what this is going to do> Then run it, &o see if you 
were right. 



LOOPS WITHIN LOOPS 



Now you know what the program does, but the question is why? 
Well, chink about the loop termed by lines 5 and 35. This tells 
Arnold to repeat all the lines in between - lines 10 to 30, in other 
words - while stepping through values of + b H from 1 to 10, We 
know what lines 10 to 30 used to do before we modified line 20: 



they just printed out the five- times table. The change to line 30 
just means that they now print out the b 1 -times table, whatever 
"b 1 La. 

The first time through the "FOR b- 1 TO 10" loop. V has the 
value 1 so lines 10 to 30 print out the one-times table. The nest 
time they print out the two-times table, bacan&e *b f is now equal 
to 2 - and so on until "b" gets greater than 10 and the "FOR b = I 
TO 10 NEXT b* loop stops repeating. 

Our program has two separate loops p one inside the other. 
There's a special term for loops like this: we say they're nested. 
The outer loop - the one that starts first and ends las!, in this 
case the 'FOR b 1 loop made by lines 5 and 35 simply tells 
Arnold to repeal the lines in between. These lines include loop 
commands that form an inner loop - the FOR and NEXT 
commands in lines 10 and 30, in the case of our program. 

As you know, the "FOR b - 1 TO 10 s makes Arnold run 
through the outer loop ten times. Each one of these ten times.he 
repeats the inner loop ten times. In other words the line inside 
the inner loop - line 20 - gets repeated 100 times. All that 
printing scrolls off the lop of the screen pretty fast r but the 
program really does print 100 separate messages - lake my 
word for il. 

Let's try another program that makes this a bit clearer 
NEW the tunes -table program and type this in instead: 

10 PRIM "Line IB" 

F3R a -T TO 3 
30 PRIM" 'Line 30: a--; a 
40 Fflfl J)*! TO 4 

50 a fllM Line 50: a*":*:* b*";b 
G0 NE*t b 

70 3 RIM "Lin* 7Q. a-";a 
80 NEXT a 

You should now be able lo see the "flow" of ihe program - the 
way Arnold repeats lines according to the loop commands - by 
looking at the messages he prints up when you run it. 



GOOD AND BAD NESTING 



Loop commands come in pairs. They tell Arnold to repeat all 
the lines between the start {FOR or WHILE) and the finish (NEXT 
or WEND) of the loop. If these repeated lines include the start 
and finish of another loop, that's okay - we just have a nested 
loop as above. But what happens if we have this second loop 
starting in the repeated lines and finishing alter them? 
Take a look at this listing and you'll see what 1 mean: 

10 FOR a*1 TO 10 

20 PAINT a 

30 i=0ft b-1 to ft 

50 NEXT a 
60 NEXT 6 

This is called bad or improper nesting, and Arnold can't cope 
with it. He's not the only one - 1 can't see what it's supposed to 
do either. This kind of thing happens only if you're careless- If 
you're nesting loops, make sure the inner one is completely 
inside the outer. That way you'll always be okay. 



AND FINALLY ... 



Nesting isn't just about putting FOR- NOT loops one inside the 
other. You can nest WHILE- WEND loops, put FOR-NEXT$ inside 
WHILE-WENDs or vice-versa. 

Reload the 'falling square 1 program you saved earlier, [f 
you're a disk user simply put the disk onto which you saved 
back into the drive, the same way up as before, and type Load 
'square "* The disk whill whirr, jomII get the "Ready* prompt 
and, when you list it you'll find you've got the program back. 
Tape users will have to rewind the rape and then type LOAD 
"square"* Arnold will tell you "Press PLAY and then any key/ 
Do this, and your program will load back in. 

Now you can experiment with your program. Try putting 
an outer FOR-NEXT loop around it to make it fell repeatedly. 
You could even use the loop variable as a sideways coordinate, 
so that the square falls slightly further ov^r each time, 
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SERIOUS SOFTWARE 



Matt Nicholson in 
previous issues gol to 
grips with the intricacies 
of the CP/M operating 
system. Technical editor 
Richard Monteiro now 
takes over the series, with 
a closer look qt some of 
the utility programs 
supplied with your 
system disk. 

Some are so awful 
and user-hostile [come to 
that; not much use either) 
thpt we'll gladly pass 
them by. 







Mote to PIP than meets the eye? 

After reading through previous article? on 
Booting CP/M, you should be fairly happy with 
PIP and the various things it can do. One 
important point that has not been mentioned is 
the possibility of having extra parameters 
following the PEP command, Well, as promised 
last month, here is a briel rundown on the 
more important of these parameters and their 
functions. 

You'll remember that Pip uses the star as a 
'wildcard' - so * tar means sny filename with 
extension \corn' and * * means any filename, 
any extension. To copy all the files from the 
disc m drive A to the disc it drive & you would 
type 

which is very handy. However, using the extra 
or optional parameters available, even more 
control is available to you. For example, type 
j \* 1 directly following, like this 

P1H B:-A:* -MVj 

and all the copied files will be verified the 
system will check that they have been copied 
correctly. 

Other parameters include: 

[Cl Confirm (in CP/M version 3 J only). 
This will display a message asking you for 
confirmation before copying each file - especi- 
ally useful where you have given arniuguou* 
filenames (for example *.*). You will be given 
the choice to copy or not to copy; 

[E] Echo all transfers to the screen, Mes- 
sages such as 'Writing to drive B: fc appear to let 
you know what is happening, 

fLI l#ower-case only. This will convert all 
capital letters to lower -case 

[U] Upper case. This has the opposite 
effect to [L], in that it convert? all lower case 
characters to upper- ca^se ie, capitate. (The 
terms come front the days when printers set 
type by hand and sorted individual metal or 
wooden letters into two cases, an upper and a 
lower.) 

[H] Hexadecimal characters are assumed. 
All characters in the File are checked to be 
hexadecimal; an error message results if not, 

[Pr;] Page length n, Formfeeds sre ingarted 
fa new page is started) after every n lines of 



lext. The default is GO - useful if copying to a 
printei\ 

[Qstring^Z] Quit* h file wiU be copied until 
the specified string of characters is encoun- 
tered, and tli en closed with an end-of-Qle 
marker. For example [QareafZ] will copy 
everything up to. but not including, the word 
l area\ (Be sure to type |Z, which is CP/M's 
end-of-Iile marker, as Control -Z - not as the 
two separata charaelers arrow and 2.) 

[RJ Read system fde(s)* Sys files can be 
copied easily wiiri This option. These files are 
hidden from the directory - see the August and 
September articles on STAT, 

[S* I ring ] Z] Start. A file will be copied from 
the first occurrence of the string, until the end 
of file Thus, [SknowIZ] will starl copying the 
Tile from 'know*. The string will be included u 
the copy unlike its counterpart fOstrlngl Z]. 

[V] Verify. As mentioned previously, this 
verifies the data between source and destin- 
ation files, checking that a perfect copy was 
made. 

[XI Copy. Hon-Aflcii files (for example 
Basic and binary files) can be copied using this 
option. 

Watch the syntax of these extra para- 
meters. If using more than one of them, the 
correct form is: 

PIP 1ST -IIFMG TXT[U P57 QheTlofZJ 

This command will send tg the printer the file 
DEMO.TXT in upper-case, inserting a for- 
mfeed after every 37 lines and finishing on the 
word 'hello \ Don't worry if you have not qniite 
got the hang of it. Trial^and-error is the bttl 
method of teaching yourself! 

That ends the list of the more useful ex- 
tended PIP parameters. As you can judge tor 
yourself, PfP is a very versatile program. It 
may not be the most user -friendly, but then 
CP/M itself was never renowned for thatJ 

Other programs on the system disk 

The rest of Booting CP/M this month will be 
devoted to explaining how h why and when t 
use? the numerous application programs on the 
system disk that came with your computer; 

I'll tackle the simpler of these progxa 
first and gradually climb the ladder, till th. 
worst offenders have been properly dealt with- 



Disccopy.tom and Friends 

DISC COPY, as the name implies, will lei you 
copy disks - in CP/M. data or IBM formats. This 
is only useful for single-drive systems. If you 
have dual disk drives, you also hav« a 
program entitled COPYDISC, These files are 
available under version 2.2 oi CP/M. 

D1SKTT3 is a useful file to have around with 
CP/M Plus instead of Disccopy and Copydisc. It 
allows copying of a complete disk and also 
caters for formatting disks in system, data or 
vendor format. (If ysu desire IBM format you 
will have to use FORMAT as found on version 
2.2 system discs more of that later.) 

DISCK1T2 is another version available m 
CP/M 2.2. which works with only a single bank 
of 64k memory , as opposed to Di&ckitS'B using 
both banks in the CPC 6123. Disckit2 is conseq- 
uently slower, 

If you need to verify that that one disk is 
identical to another, then use DISCCHK (for 
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single-drive users) or CHXBISC (dual drives). 

We come now to copying individual files. 
Users of two drives should use Pip (which has- 
been dealt with in great depth). For those with 
a one-drive system. Pip will prompt you when 
:o swap disks if you have CP/M Plus, The 
following utility is supplied for single^ 
users with CP/M version 2.3; 

PILECOPY will copy only files that have 
R/W and DIR status (read- write and director 
status are explained in previous articles). Yo n * 
type: 

FILECOPY fflfiflflffff 

You can copy more than one file if you use th 
and ""wildcards. 

Copying cassettes to disk 

Included on the system disk are a couple 
programs called CLOAD and CSAVE, Cloa 
reads a cassette file and writes it to disk. Csa 



quite appropriately reads a file from disk and 
outputs il to cassette 

Cload needs two parameters, separated 
by spaces or comma: 

The cassette filename to read Ls enclosed in 
double quotes (") if a filename Is not presam, 
the first fib on cassette will load. If a disk 
filename is not set* it will be saved to disk 
under the same name as Chat of the cassette 
filename, (This must be a maximum of 8 charac- 
ters to be compatible with the CP/M operating 
sysiem). 

The programs transferred are saved as 
Ascii flies, so don't expect them to work 
correctly without modification. Another point 
to beware is that protected fries can not be 
transferred. 

CSAVE is very similar to Cload. but there 
is a third optional parameter to deal with this 
time. The first two behave in precisely the 
same manner as Qoad'Sn The third deals with 
cassette write speed: a '0' for 10O0 baud and a 
T for 2000 baud make* sense: 

CSAVE c?i$kfii&> *c&$$tii t&f t . T e" . *rtzesp$ed 

That ends the copying saga, and the vari- 
ous files that will do the job. 

Formatting - as simple as 1 r 2 r 3 

FORMAT, supplied on CP/M version £.2 discs, 
has the ability to format a disk in any of four 
ways. These are System, Vendor, Data and TBM 
iorma:. 

To select a particular format, type a para- 
meter alter the Forma e command: S. V, D or I. 
For example 

causes a disk to be data-formatted. Just typing 
Format {and return) will use System format as 
default 

A system-formatted disk vrill have two 
reserved system tracks copied onto it. These 
contain part of the CP/ M operating system. 

DISKIT2 and 3 also have functions for 
formatting a disk, but make no provision for 
IBM format. All formats are selected from 
menus when using the DI5KJT programs - very 
nice and simple] 

To SETUP or not - is there a doubt? 

The selup file allows users to configure disks to 
meet their particular basic requirements. 
These parameters or setup values are held on 
a special sector { configuration sector) on the 
system track. 

A few oE the items SETUP allows you to 
modify include the sign-on string, keyboard 
translations, drive characteristics and baud 
rates for the serial interface. 

Typing setjp will invoke several mes- 
sages, most asking you whether to change an 
option or proceed to the next. Here is an 
outline of them: 

Initial command buffer. You can Store 
138 characters of commands to be executed 
automatically. For example, if you want a dir- 
ectory of the disk every time you boot up 
CP/M, do this when asked to enter the new 
Initial command buffer': type d i r f ^ and Enter. 
You should be familiar with DIE by now: the f M 
(Control-M h not two separate characters) 
stands for Enter or Return. 

Using control codes, it is possible to 



change border; paper, Ink, mode and window 
size among other things. It is even possible to 
have a program execute as soon as CP/M has 
been entered - try and figure that one out for 
yourself. 

Sign-on string. This is a string of charac- 
ters - up to 253 - that is outpui to the screen 
when CP/M is invoked , 

if you enter 'Utilities disk 1986 - Jack Jones' 
as the sign-on string* exactly that will be 
printed every tune you enter CP/M. Persona- 
lized discs - what more could you wish for! 

Printer power-tap string is very similar to 
the sign-on string. As the name implies, the 
message you Type here will be sent to the 
primer each time yon boot up. This could be a 
text message or, perhaps more usefully, a set 
of control codes 10 set up your printer 

I m most thankful for the option Keyboard 
translation table, which lets me redefine the 
codes generated when 1 press certain keys. 
Each line in the tabic has four columns to fill in: 
key number, normal, shift and control. 

Key number refers to the actual key to 
redefine. There should be a comprehensive 
list at the back of your Am&tiad l/ser Instruc- 
tions - or it's handily printed on the S12S s 
case. The remaining three columns allow dif- 
ferent values to be generated when a key is 
pressed on its own, with the Shift key or with 
Control. 

A nice example would be lo set up the 
cursor keys (which happen to have codes 8, 0. 
3 and 1) so that application programs will 
recognize them. Here they are set for 
WordStar, which in its ordinary unfriendly way 
(considering the letters, 'unfriendly' may be 
the wrong word!) would expect you to use 
Control with the keys 5, E R X and D - Ascii 19, 
5, 24 and *: 



K«y code 


K orra 1 


Shift 


Corit ro 1 


8 


1? 


1 


141 


9 


5 


18 


142 


2 


?4 


3 


143 


1 


4 


6 


144 



U you wish to alter the keyboard translations, 
you are presented with a menu closely resem- 
bling the following: 

A - Add key translation to table 
D - Delete key translation 
C - Clear translation table 
F Finish translation 

To enter the first line that I gave as an example, 
you would type A . S « 1 9 . 1 .141, 
■ ■■■■ 

We'll have to look at the remaining Setup 
questions in a future instalment. They are 
ralher technical, and this monlh's space is full. 
To be safe, best to say no to (ha rest of the 
options. 

However, before you go, look at the last 
two unanswered questions. 

Do yon wast to update your system 
disk? (Y/N) I would suggest that you go 
through all the options a number of times - till 
you are confident of what you are changing 
and the effects they will have on your disk 
before answering yes to (his question. 

The final question asks whether or not you 
wish to restart CF/M- Weil, it would he nice to 
see what you have done - because the whole 
purpose of Setup is to make life with disks 
more pleasant. ■ 




The officially ertdorsed game by 

Kjonami 



Sequel to the hugely successful Hung Fu simulation. 

Eight more deadly opponents to combat as you develop your karate skills and advance to become a 

black-belt master. 

Authentic fighting moves with 4 different locations create an outstanding and realistic atmosphere. 

imagine Software 1 1 994 [Limited- 6 Central Street- Manchester- MZ 5NS-Tel: 061 834 3939 
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3" DISCS 
Usuaiiy Available 
@ £39.00 for W 
inc, P. & P. 



MFC TO DISC 
WAOE SIMPLE 

ONLY €39.95 
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If you're already elite . . . 
there can only be 

one more challenge. 
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EDUCATION 



Arnold moves up a grade 

Last month we looked at Amstrad software meant to educate pre-schoolers. Now we move up to look at some of 
the packages available for older age groups. The scene has improved a bit since our education feaiure last April. 



CAESAR'S TRAVELS 

Mirrorsofl, £B.S5 tsss. keyboard 



Educational software for the Amstrad com- 
puter range is scarce, and what is available 
is very substandard. Caesars Travels is 
one of those rare exceptions, being well 
packaged and presented - 11 looks and 
feels as professionally done as today's en 
tertainrnent software- 
Caesar's Travels comes in the form, 
book written by James Mercer. Aimed at 
age range of 3 to 9, it suits both pre- readers 
(obviously accompanied with an adult) and 
early readers. The computer cassette con- 
tains an abbreviated form of the story, but 
with the added advantage of animated 
action, 




Poor old Caesar has been kicked out 
into the streets for not doing hia job pro- 
perly; catching mice. You take on the role 
of this miserable cat. Via the keyboard 
input that you supply, different outcomes to 
the story may occur. The idea is that you 
find a new home for yourself. Naturally you 
have many adventures along the way it's 
not all a bed of catnips. 

Only eight keys arc involved. This is 
an excellenf idea, as it will not contuse and 
thus put off any youngsters. The number 
keys from ] to 6 are used to instruct Caesar 
to perform certain actions. For example, 
press mg i will cauyt; Caeaai to run and 
pressing 3 will make the cat ;ump. 

Two oiher keys are Enter and the 
spacebar. Enter is needed when answering 
certain questions thai crop up from Eimc to 
time. For example, a number o! objcc;s 
may appear on the screen - in one case 
nine sausages appeared. You must count 
them up. then press the correct number 
key {8 in this case), followed by Enter. The 
spacebar is used to continue or atari a new 
game. 



To make things easier for a child, all 
the keys and their associated use are 
printed on a card which can easily be 
placed on the keyboard. 

The game itself is very good, the Text 
appearing ai the lop of the screen while 
Caesar cavorts amid relevant sceneiy at 
the bottom. Once you have instructed 
Caesar what course he should take, he 
carries out his actions graphically before 
the next section of text pops up. 

Overall, this is an excellent way to 
introduce toddlers to reading. They can 
sec their words enacted on screen, and we 
all know a picture is worth a thousand 
words. The text appears on screen line by 
line, at a pace a youngster can handle. 
Tunes are played at various stages in the 
game, adding to the atmosphere and 
overall enjoyment. 



Mirrorsofs 

Maxwell House, 74 Worship St, London. 
EC2A 2EN Phone; 01-377 48« 



PLAYSCHOOL 

School Software. £9.95 cbss, £14.35 disk, keys 



Play School, for Ihe Oiree-plus agegroyp. 
consists with a s^wtion of tiny games. 
Some are of educational use, others - -well, 
they tust pass the time Of day. 

When you first run the program a few 
instructions appear on the screen, telling 
you which keys you can press, and what 
they do. Wnte them dawn or remember 
cheni, as no reference is made to the keys 
further on in the program, 

You are then asked to press P to play 
the game. At this stage „ pressing Shift-0 
will sat the level of difficulty. Alternatively. 
P will take you off to a party, where after 
several seconds gazing at a less- than* 
mouthwatering graphical cake, you are in- 
troduced to Superkid, the question master. 
He promptly asks for your name - yon type 
m your name and press Enlei . 

On completion ol all the mtroductory 
messages P you get a menu with six options. 
These range from simple addition pro- 
blems to brying your hand at drawing. The 
first option is "Counting 1 . A large box is 
drawn on screen and a number of objects 
appear inside. You must count them up and 
eniei the correct number. 

Superadd is watching you throughout 
your ordeal - his eyes occasionaly blink - 
bui for the most part, he is cold and stony. 
He shows either displeasure (when answer- 
ing wrong.? in the torm oS turning Jus mouth 
down, or admiration {of correct answers) 
by gruining broadly, 

You are given three chances to answer 
a question correctly. After a third failure 
the answer is displayed and the next ques- 
tion in a sequence of three is displayed. A 
correct answer merils a point in your 
favour: incornjci and it's face down. 
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After answering the three questions, 
either Whizkid will choose which set Of 
questions you will try next or you will gat to 
choose again (this seems to be at random). 

Moving down the table of choices, we 
corns to Tind It 1 . A letter or number is 
displayed on the screen, and the child Then 
has to search for it, This is a good way to 
teach children how lo associate one thing 
with another. 

The next option., Taint Box 1 , ic rather a 
limited drawing utility. Only one colour is 
allowed on screen (the child can choose 
this colour). Movement is via the cursor 
keys, so I'm afraid that you are restricted to 
straight lines (or crooked ones at least), It 
may hold children's interest for a while > but 
when they with to improve on Their de- 
signs, they will be s hick. 



-7 



Item four is 'Match Up'- Six odd-looking 
patterns sue drawn on the screen- a further 
one is drawn apart from the previous six. 
The child \b to match the seventh object 
with one of the olher six. 

The next item is not one of the smoo- 
thest, fastest arcade-action games available 
Oft any home micro. You control a Pieman 
lookalLkc* whose sole task if to eat any 
stationary objects in its paih. 

The last but by no means least of these 
options is 'How Much', This sets a fairly 
reasonable little addition test for your 
primary-school kid. A box with a number of 
items appears; you must type the correct 
number as with 'Counting'. Then another 
box is drawn with objects inside. Do the 
same action as before. Then you must add 
the objects from both boxes together and 
type this total. 

On the whole, this is a well-presented 
package, with some nice touches, especi- 
ally Superkrd with his flicking eyelids and 
mouth movement The options available 
Will no doubt prove valuable leaching aids 
for the youngsters, and more importantly, 
keep them interested, 



PHYSICS 

Sstiao! Software. £3.35 cass, £14.35 disk, km 



Physics* like its counterpart Chemistry* h&s 
one thing basically incorrect with the pack- 
aging. 01 rather the information displayed. 
Zt is not up to O-level standard. Maybe 12- 
to 14- year-olds will appreciate this but not 
I3-year*olds - that is, if they wish to pass. 
Apart from that, slightly moic effort lias 
gone into Physics; the questions arc not as 
ambiguous, not quite as many spelling 
errors, and it actually accepts my answers 
(if they are correct, of course). 

Physics has a nine-option menu to 
choose from. Each option has a notes sec- 
tion as with Chemistry. They are, however, 
slightly more substantial, If you don't wish 
to read the notes, you can go straight itiio 
the question section. 



There is a nice suprise awaiting those 
that opt for one of the sets of questions. 
Included with many oi the questions are 
small diagrams related to the subject - it 
makes all the difference. The style of 
answering and marking questions is ident- 
ical to those from Chemistry. 

Again, once all the questions have 
bean answered, there is nothing more to 
be gained from the package. It would have 
been quite simple to include extra ques- 
tions that could be loaded up whenever 
required. In thai way. the user would 
aquae a much broader knowledge of the 
topic at hand r 

What would have been nice was a 
graph showing how well you had done 
after answering the questions- from all the 
topics, possibly giving you an average 
mark at the same instant. 

Slowly but surely the educational mar- 
ket is coming to its senses. If you compare 
the titles reviewed here with those back in 
the April issue of AA - well, there can be 
no comparison; real progress is being 
madg. 




CHEMISTRY 

School Software. £3,35 tits, £14.95 disk, keys 



Hooray - at last someone has come up with 
a chemistry program aimed at 12- to 16- 
year-olds. That was my inita3 reaction. My 
enthusiasm was soon dampened, however t 
as it became clear that the program had a 
long way to go before teaching O-Jevel 
standard. 

On loading, you ar^ presented with a 
menu offering a skeleton selection of the 
actual chemistry course. If the packaging 
had said 13- eg U-year-oldsi I would have 
agreed, but there is no conceivable way 
that prospective O-level candidates can 
even consider passing with this. Apart from 
thai, there is a very good idea here. 

Selecting one of th£ topics gives yon 
the choice to either road a few notes on the 
subject or alternatively jump straight into 
the questions. 

The notes arc short and sweet They 
cover the questions you are about to 
answer but go no further. For thai, you will 
have to consult the numerous textbooks, 

The question section has a wonderfully 



executed area, bul there arc many spelling 
errors. On Occasions my answers where 
rejected, I presumed either I had got them 
wrong or my spelling was incorrect. But 
then the program wou.d spew out its ver- 
sion of the correct answer exactly what I 
had typed in! 

Thera are ten questions To each sec- 
tion; you are given two chances to answer 
each one. if you enter the incorrect answer 
first time, you are gi¥en a small clue (which 
is generally smaJl enough to enable you to 
attain the answer). A correct answer earns 
you 10% - if on the second attempt you 
manage to get it right, you are awarded 
5%. At the end of the 10 questions, yom 
overall percentage mark is shown; de- 
pending on the mark achieved, you will get 
the message very good, good, or 'poor but 
will do better next time' Obviously you'll 



do better next time - the questions rernam| 
the same. 

This idea has the making of a good! 
educational package. Unfortunately, on the| 
Amstrad at least, this product is sail in its 
early days; consequently it has severa 
bugs, and could be further enhanced witJ 
more questions, a. more comprehensive I 
notes section and a general tidy-up. Still I 
mustn't complain too bitterly as there are sa 
few of these educational programs around. 



School Software Ltd 

Meadowva3e Estate, Raheen, Limerick. 
Ireland Phone: 01035381 
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FABULOUS FIREBIRD 



Firebird has grabbed the coveted Mastergame slot 
again with the superb game Druid en pages 58-59. II 
features some wonderful colour graphics and tough, 
addictive action, 

There was stiff com pelf Hon for the top spot this 
month. A host of Raves battled it out - the run-up to 
Christmas begins. 

There's a cracking shoot-em-up. From Gargoyle's 
new label FTL P called Lightforte on pages 56-57, with 
great colour graphics, scrolling and fast action, The 
new Piranha label also has its first game out, The Trap 
Door, based on the children's TV series. You can see 
Berk and friends Raved on page 66, 

Gremlin has earned yet another deserved Rave in 
Trailbtazer, o 3D derivative oF Bounder - it's great 
bouncing fun again on page 72. Mikro-Gen Follows up 
its excellent arcade adventure Equinox with another 
graphically superb game Frost Byte - that's also on 
page 72. Mirrorsoft and Electric Dreams have also got 
in on the act with kon Jon and Prodigy, a couple af 
arcade adventures to be found on pages 82 and 61 
respectively. 

We've even got another Grave award to hand owt P 
this time to the excruciatingly bad tt w s a Knockout horn 
Ocean. 

Lots af lovely stuff there to get stuck into, so go to 

it. 




MASTERGAME 
Druid (Firebird) 



.58 




The Trap Door (Piranha) .., .66 

Trailblazer (Gremlin). .. ...72 

Frost Byte (Mikro Gen).... ..„...72 

Icon Jon (Mirrarsoft). ...... .„....„.„...........£2 

OTHER GAMES TESTED 

Activator (Cascade).- - ....62 

Trivial Pursuit (Domark) 62 

Atlantic Cha I le n g er ( Vi rgi n) . . „ , , — 63 

Beachhead 2 (US tim-.--"--^- 

Video Poker(Mastertran!C)*..,^,„ 64 

Kettle (Alligata)„ rt „ „ p .........66 

Popeye(Macmfllan)..., 69 

Street Hawk(Ocean) -69 

Glider Rfder(Quictei[va),„ * , .70 

it's a Knockout(Ocean) „„„ ,,,...70 

Tim el ord (Alpha Omega), ...,,.70 

Miami Dice(Bug Byte)> +++ _ .75 

Pipeline 2 (Mastertronic)... >™.™™-75 

XenofA'nT) t * 76 

Gatvan (Imagine).. ........ ...31 

Questor (Cascade) .™,.».81 

The Inheritance (Infogrames).. .., ,..,83 

PREVIEWS 

Pulsaior(Martecri) .54 

War(Martech) 84 

Werner {Atfolasoft) 84 

Ikari Warrior (Bite) , 84 

Tarzan (Martech) 85 



AA RAVES 

Lightforce (hi L) 

Prodigy (Electric Dreams) 

** I 



56 
61 
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LIGHTFORCE 

FTl, GaigoyJe, £ B.9B ca&s, jayslick or ktys 



The new arcade label from Gargoyle r the 
masters of arcade adventures, has a lot to 
live up to. But if this first release is anything 
to go by, they look like succeeding . 

It's a shoof-em-up b^sed on- many a 
popular arcade game like Star Fanre and 
XeviOUS, Where you fly over a landscape 
that scrolls down the screen arid have to 
blast both ground and aerial targets. 

There are four zones that you have to 
get through, wiping out every alien you can 
on ttie way, which repeat once you've 
completed. 

The zones vary in features and aliens, 
but all of them will give you a hard time and 
a weary firing finger. The four zones are 
the asteroid belt, jungle planet, orbiting 
zone, and ice plane l . 

Your craft appears at the base of the 
screen but can be freely moved arpund ir a 
both up and down as well as left and righE. 
You 11 find that most of the time you'll want 
to stay at the bottom of the screen where it's 
safest and just move up to avoid some 
aliens. There are two general types of 
landscape that scroll beneath ihe ship: flow- 
ing structures in space and planet surfaces. 

Your ship [lies twin shots that provide 
a good held of tire when you hammer away 
at Ihe fire button. These deal with targets 
on the ground and other ships, but some 
cannot be destroyed at all and just have to 
be avoided. 




AIL of the graphics are superbly done. 
There's good scrolling, good use of colour , 
lott of variety and nice explosions. 

The ships come in waves, while the 
ground features are in groups that usually 
contain a control centra, A bonus is given 
straightaway if you can, destroy all the pans 
of a group, while another bonus is given at 
ihe end of a zone for all the waves you wipe 
out. The control centres are also important 
to dispose of because if you hit enough of 
them 3 bonus life is given at the end of the 
zone, 

The ground targets all need two hits 
from your guns to destroy them while the 
other ships require either a single shot or 
can't be destroyed at all. That means you 
really have to work hard at the fire button 
to destroy groups p white the ships need 
faster reactions and more accuracy to deal 
with them. 

The waves of ship® are very varied in 
both appearance and behaviour, which 
means you need to become familiar with 
their patterns of attack. Some charge 
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Straight down the screen at you, others zig- 
sag or wheel across it : and some even 
home in on youu 

Collision with anything sends you up in 
a puff of smoke and puts you back to jusl 
before the wave that you died on. You re 
not at risk just from collision; the ships can 
fire bullets and even missiles at you - also 
fatal. 




Bonus lives can be gained by destroy- 
ing some* groups where one of (he targe Is 
will hide a smiling face. If you reveal it by 
shooting the correct target, another life is 
added to your initial five. These bonus lives 
are very Important and if you can get all of 
them it improves your scoring chances 
greatly. If you score highly enough you can 
get hold of a shield which can be used 
several times to destroy everything on 
screen. You probably won't get one of 
those until you've completed all four zones 
onoe. 

For some people shool-ern-ups are 
dirty words these days, but this one really 
brings them back to life. It's colourful, fast, 
compulsive, varied and tough - in short all 
the qualities a good shoot-em-up needs, 
This one should keep you glued to the 
machine and strengthen your joystick hand 
and fire finger no end, 

BW 




fif mi 



FIMST DAY TARGET SCORE 

50,000 



GOOD H E W S 

^ Four very lough zones. 

P- Great graphics, scrolling and colour. 

Very varied aerial attack waves. 
Ground targets as welt as air. ► 
Compulsive fast action. 
► You cart rest in between zones. 



BAD 



NEWS 



► Do esn 1 1 always respond well to the 
firs button. 



GRAPHICS ffj 
GRAB FACTOR 111 



STAttNG POWER B 
A A RATING B 




WW' 




DRUID 

Firebird. £7 95 cass. £12.95 disk, joystick 



ck or keys 



The arcade game Gauntlet has already 
spawned one derivative on the Amstrad. 
Storm, and this is a second which really 
shows why the game was such a big hit ill 
the arcades. It's an explore-ajiti-ahoot-Gnv 
up that takes place on eight floors of a 
tower, infested with nasty monsters and 
other surprise, 

You take the part of the dnjid who is 
trying to deairoy four skulls created by the 
Princes of Darkness, The skulls are located 
on the last four floors oi the tower, ho you'll 
have to battle through four floors before 
you reach the first skull. The floors are 
connected by stairwells. Usually there's 
only one connection between floors but 
some have several connections for other- 
wise inaccessible areas. 




SECOND OPINION 

I see It, I hear it. 1 like itt Great for a 
quick blast, especially ii you have a 
phobia against anything crawly - those 
beetles make great target practice, 
Druid if, however, much mors than a 
shoot-out at the local druidary. It took 
me several attempts to rise from the 
gocjat standing Of 'Naif-wit* - reason 
being lUked to tfe* the Abundant vvil 
vanish in a puff of smoke! 

One thing that pats me off playing 
this type of games is the time spent 
loading You can make A pot of tm r 
have a hath and take the dog for a 
walk. However this is & very minor 
point and does not detract from the 
exciting gamepjay 



You have to fight your way past the 
hordes of attacking monsters and find a 
stairwell down to the next floor. On each 

floor there will also be a number of trea- 
sure chests that provide objects and 
powers that come in very handy. Each floor 
is a maze of corridors and rooms; you'll 
need to map out each one to make progress 
quicker in future games. 

The screen is composed of a window in 
which you view the action and a status area 
where seven counters and three gauges 
keep track of your progress Three of The 
counters show you how many missiles you 
have of water, fire and electricity, The four 
other counters show if you have any of four 
spells that create a key. invisibility, a 
Golem or 'chaos". The gauges show the 
druid's strength, a Golem's strength and 
your rating In the game, 

You can have up to 99 Of the throe 
types of missile and choose which one you 
want to shoot. Each type will kill a parti- 
cular monster quickly but if you're using 
the wrong missile on a monger u may take 
two or three hits to kill it. The missiles and 
the other spells can be found in chests, but 
having taken something out of the ches* it 
cannot be re-used. 



The four spells are essential to your 
progress in the game: the keys unlock 
doors, invisibility freezes the monsters 
leaving you free to move, while L chaos' 
destroys all monsters on screen and re- 
plenishes your energy. 

The Golem sped is the most interest- 
ing. It creates a character who can be 
controlled by a second player or move 
automatically. He destroys monsters by 
walking into them and thereby protects 
you. He can be commanded to follow, wait 
or send, or be freely controlled by the 
second player. 

Contact with any of the monster* will 
deplete your energy, as will touching some 
other static features like water and check- 
ered squares, Ef energy reaches zero the 
game is over and the drmd collapses in a 
heap of cloak. 

The Golem is also drained by hitting 
monsters but when he dies you can always 
create another one. Your energy can be 
replenished by standing in the middle of 
pentagrams, but the difficulty is in finding 
them before your meagre resources run 
out. 

The graphics are excellent with a 
multidirectional scrolling window, well- 
drawn characters and landscapes, and 
great use of colour, 

The gameplay is superb as well r hav- 
ing all the fast action and compulsiveness of 
a shoot-em-up> but also the tactical use of 
chests, weapons and Golem. 

The variety of the graphics, monsters 
and mazes will keep you wanting to play, 
and the eight increasingly difficult floors 
will present an excellent challenge. 

BW 

FIRST-BAY TARGET SCORE 

See i 
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Ow of ihe many 
mcn&tert: which 
missile g*H rid of 
U most e-ffteTenH)*? 



Good scrolling window, 

Eight floors of Increasing difficulty* 

Great graphic a and colour for the 

landscapes and characters. 

Good variety erf feature! with different 

weapon i, apeUm and objects. 

Action ii fast, furious but tactical too. 
The Golem allow* two to play. 



tt ot true mnlti-player action of the 
rc*de gam a, 



GREEN SCREEN VIEW 

A? c/eair as f Jj<? tttfttt of day -no Trouble 
spotting those vr&ndermg wallers! 

EpM 





63% 
93% 
94% 
93% 




GRAPHICS 


SON ICS 




GRA8 FACTOR 


STAVING PO WEB 


A A HATING 
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PRODIGY 

Eleclric D> earns, £9.99 eass, f 14.99 tfisk. ioysircfc Dr keys 



On a world run by machines there ire ju&l 
two hurtianoids, Solo the SyntLomaii and a 
baby called Ntejo. You've got to help those 
two helpless characters escape from this 
world inhabited by the other mutated 
organic creations of Wardlock the machine 
sorcerer The game certainly has an out- 
standing soundtrack, excellent graphics 
and cm interesting playing area - but has it 
got any gameplay? 

The aim of the game is lo colled four 
security -system controls, one each from 
four main game zones* These zones are the 
ice, veggie, tech and fire, all of which have 
their own very distinctive scenery And 
characteristics. liu.- screen shows the view 
o( ihft 3D landscape in rather a small box in 
the middle of the screen, surrounded by 
mostly redundant panels The screen 
scrolls in four diagonal directions as you 
more Solo, and Majo can. craw, after him as 
well if you let him. 

There are gauges at the top of the 
screen foar ymx oxygen supply. Nejo's food 
supply, and the state of hi* nappy. At the 
bottom of the screen is an area where you 
receive messages during the game. You're 
armed with a gun that shoots bubbles, 
which comes in handy for deterring the 
mutant organisms and performing some 

The different forms of creature inhabit 
different zones. But all can deplete your 
energy il they couch you arid car* send you 
back to the starting point if you're weak 
enough, Shooting them just makes them run 
away fox a while before they get their 
courage back. 

Of great help while exploring are tele- 
port terminals, but you'll soon find plenty of 
surprises: zones That aren't what they ap- 
pear to be and floors that do funny things to 
your m&vemertf- Once you know your way 
around you've got to find out how to get 
more oxygen for yourself, food for Nejo, 
and how to clean his nappy as well. 

SECOND OPINION 

What head -bashing music when you 
firs: load it up - some of the sounds 
squeezed through Arnold's sp&ak&rs 
Are amazing-. The graphics ccitoinlf 
match the music: scenery and 
characters are clear and detailed. It's 
hard; in fact you can wander around 
forages without managing- ro 
accomplish anything, 

Who cares about gameplay when 
the sound and graphics are this good! 

RpM 



The main aim is to find the security 
cubes. Once you've got them Ihey have to 
be taken to the control centre and - then 
what? 

The graphics are impressive, using 
colour and detail well, while the soundtrack 
is highly individual and great to hsien to. 
The only question is over the gameplay: it 
consists mainly of wandering around just 
trying to find things. There's enough 
variety and complication to make it an 
absorbing game that should really chal- 
lenge your mind and mettle. 

BW 

riRST-DAY TARGET SCORE 

Find a cube 



W 



P Excellent 10 graphics* 

► Highly original and enter tailing 
tfoundtrack. 

fr- Nasty creatures that display 
intelligence end perseverance, 

> Tough task requiring thought and a lot 
of exploring. 

P- Original features like the baby and 
mini ending mazes . 



W 



► A small scrolling area, 

t- A lot of wandering around searching - 

can be wearing. 



GREEK SCREEN VIEW 

A colour toggle is incorporated so 
both gfoen-itezwi: viewett and colour 
ovraers 'kept happy, " ^^^^^^ 
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ACTIVATOR 

Cascade Games, joystick Or key$ 




Quite an unusual offering from Cascade, 
and probably the firm's best to date, You 
control a spaceship which roams the pest- 
inferred corridors of Spaceport Antari. The 
object is to locate fuel rods and place them 
in a certain room, blasting any nasiies ihat 
happen to enter your sighls. 

Starting from whai is presumably your 
mothership. you hurtle along at a fair rate of 
knots (pafsccs?) until entering Che port of 
Antari, Once in. there is no way back until 
the task in hand has been completed. Im- 
mediately you are face-to-face with a less- 
than-fnendly being^ The first reaction is to 
stab at the hire button. This wiU be to no 
avail, for you have to search for weapons. 
Whai a time to find out! 

The graphics axe large and reasonably 
detailed, with the surrounding corridors 
taking up some lively patterns - growing 
all the more strange the further you pro- 
ceed through the game, While the initial 
tune will make you either retch or reach for 
the volume conlrol. the laser and explosive 
sounds are very satisfying. 

Once you have found your ammunition 
(this appears as a bullet standing on or.cJ), 



pressing Fire mil pick it up. While in your 
possession it will give untold firepower. 
Blasting an alien Or one of the strange- 
looking plants with waving tentacles will 
cause it to erupt into flames. There is one 
problem: if an alien is heading towards you 
and you manage to ^ap it, the debris cont- 
inues on its original course. So if you stay in 
the way, be warned: your energy bar will 
soon he short. 

During your travels on Antari you will 
not tee objects with letters inscribed on 
them. These, if you pick them up, allow you 
to pass through various sections and thus 
proceed further in the game. A maximum 
of three passes, which mcludes your ammu- 
nmon, may be carried at one time. You 
need lo select carefully les! you find your 




SECOND OPINION 

With wsfl ever 130 rooms to exploit 
and some fast shoot-em-up action, you 
would think this would be m excellent 
game. £t lacks something- lasting- 
appeal or rather the give-mc-another- 
gofccJ. h has some decent graphics, 
with good explosive noise. Apart from 
that, there is nor much for me to 
recommend. 

BW 



self stuck 

You will a lso very occasionally encoun- 
ter an item that defeats description. This is 
most likely to be one of the fuel rods, lust 
pick it up and take ft To the special room 
wjth call them seven odci -locking stools. 
Flying over these will cause the rod to 
leave your grasp and position itself onto 
one of these stools. 

The playing area is quite surprisingly 
large . arte the number of aliens (Antanans- 
7} will keep the most trigger-happy freak in 
heaven. To start witn, .you arc given nine 
hves r which may seem rather an excess, 
but boy do you n^d them bumping into 
an alien or plant will cause serious damage 



TRIVIAL PURSUIT 

Oomark. £14.35, joystick or fcsys 



This is the official version of that most 
irrelevant of board games, It seeks to re- 
create the game, throwing in a few extras 
that a computer can provide, just in case 
you've been in a Tibetan monastery for the 
last £ew years 111 give a brief description of 
what the game 's about 

It's all based on questions of no im- 
portance whatsoever, except that knowing 
the answers helps you win the- game. 

You play on a board where a ring of 
squares is joined 10 a central hub by sis 
spokes. The squares are different colours, 
representing six question categories and 
'throw again' squares. You have to land on 
the six squares where the spokes meet the 
ring and answer a question correctly. Hav- 
ing got all six you can go to the hub and 
answer another question to win the game. 

At the start of a your turn you throw the 
dice {random choice of number by the 
computer) and can move that number of 
squares in any direction, trying to get onto 
on* of the spoke-ends Land on a subject 
square and you have to answer a question 
on it: get it right, you can throw again and 
continue your turn; wrong and play passes 
to the next player, 

: Tho computer version of the game is 
essentially the same as the board game, but 
Arnold does all the hard work for you - and 
adds a few new touches to the questions, 
When a question is asked the screen 
changes to a cosy fireside scene where the 
question can- rake Ehe form of music, a 
diagram, picture or just text. You can alter 
the time allowed for answering, from five 
seconds la limitless > 

Once the answer is revealed you're 
asked iS you got it right or wrong. Obvi- 
ously this means you have to announce 
your answer out loud. It leaves a one- 



i 



player game open to some terrible tempt- 
ations to cheat 

Another enhancement of the game 
made possible by the computer is that for 
each player a chart is kept recording his 
knowledge of each category. This isn'i just 
of statistical interest. It comes into play at 
the end of the game when a player land? on 
tho hub and has to answer a question on a 
category chosen by the other players. They 
can study hie score chart and pick hia worst 



GREEK SCREEN VIEW 

Q: WHiich of the six hoard colours 
would you say comes out best? Still 
playable. 



AW 



subject. 



Anther option lets you turn on and off a 
little character called TP who presents the 
questions. You can also add, remove or 
pause any player in the middle of a game 



The moln screen 
showing «ic board 



H^tt 
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to yo-jr livelihood. 

This may all sec in more than enough to 
be getting on with. Unfortunately those kind 
people at Cascade have included a coun- 
tdown timer; only 30 minutes to complete 
the task, otherwisfi ... welt, you know, 

Initially, there is a lot to do, what with 
fighting off the aliens and picking up 
passes. However you so or, Eire of the repe- 
titious gameplay. The only thing keeping 
you going is the thought, 'Where on AnMii 
is thai last red? 9 . 

It's certainly tough, but once you re- 
cugn:ze the playing area, you will probabiy 
move on to some thing mora demanding. 

FIRST-DAY TARGET SCORE 

7,000 



E 



W 



GREEN SCHEBK VJBW 

Everything is sxeeptionally dear - 
someone has got it right At /asf. 

KpM 



NEWS 



P Good blasting appeal. 

P Large game area* 

► Satisfying a xplae tons. 

► Colourful* 



while the others carry on as normal. 

The questions are varied and truly 
trivial But after you play several times 
you'll notice the same old ones coming 
back. To combat that (here are IB other 
question files available, so it's probably 
best to use those :n aouie order of rotation. 

As a multi-player game it's as good 
the board game and makes use of both 
sound and graphics capabilities. 

However the basic aim is still just about 
to answer trivLai que^ons, whereas Power- 
play (reviewed last month) takes the trivia 
theme and adds a more absorbing game to 
it. If you've never played Trivial Pursuit 
than take a look. Bui if you've got the board 
game it's not really worth getting this as 
well. 

BW 



N E 



W 



P Me plicate s the board game very well. 
P Adds graphical and sound question t< 
P A good multi-player game. 
► Lote of question files available. 



e 



P All seems very old-hat these days. 
P Not worth buying if you've got the 
board game* 



GRAPHICS 


62% 




5 OWCS 


5fl% 




GflAB FACTOR 






STAYING POWER 


69% 


mmmm 


A A RATING 


68% 


.::::-:o>S^ 



P Terrible tune. 

P Can become repetitious. 

► You won 1 "! go back for more. 



GRAPHICS 


&9% 




SON ICS 


35% 




GRAB FACTOR 


IS% 


: : :-r : : : : : i : :$^i^S^9 


STAYING POWER 


30% 




A A RATING 







VIRGIN ATLANTIC 
CHALLENGE GAME 

Virgin, £0,9! cass, joystick or k*y$ 



~R ^member Richard Branson's toy boat that 
lie whizssed across the Atlantic in record 
time? Well, it wqn t come as any surprise 
that it's popped up as a computer game, 
probably io help pay bacV the cost of the 
boa!. The gimc makes Richard the sol* 
crew member; you have to control him to 
got the boal across [he pond. 

You must do the job* of the whole crew 
on the voyage: check the radar, stay on 
course, avoid hazards, keep the engine 
running, run your business using the telex, 
set the speed, and feed yourself. All the 
areas of the boal are shown on just two 
screens. You get at each piece of equip- 
ment by standing in front of it and pressing 
the Fire button. 

You havft to follow a planned route 
across '.ho sea in order to rendezvous with 
fuel cankers which refuel your boat io keep 
it going. In order lo keep to this route you - 
in the cockpit - must steer along the bear- 
ing you're given by Lhe radar screen. You 
also have to steer around icebergs and 
fishing boats thai are constantly getting m 
your way. 



L 



second opinion 

What's happened to my crew? 
Probably fed up with the whole idea, 
leaving; me io control rudder, maintain 
the engine room and a whole fleet of 
mundane tasks. On-screen action 13 
about us exciting as a bad day s ashing 
in short not very, 

It's all too easy to die: while 
carrying out maintenance on the 
engine, you will undoubtedly strike on 
iceberg: or you will be avoiding the 
iceberg, only to find the engine 
overheats and bang, you sink! 

If you have seen all the action on 
ihe television pr read about il in the 
papers. leave thi& program alone and 
try your hand at fishing 

RpIVt 



While you're busy zigzagging across 
the ocean [he engine temperature and 
stress will be building up. If you lei them 
r:se too far the boat will break up, You'll 
either have to keep going at a steady pace 
or give ihens lime to icai occasionally. 

You have to look after your health and 
the busmess as weil on this trip, using the 
galley and a lelex machine. At the galley 



you are gradually stokod up with food, 
allowing you to move faster around the 
boat. The telex will ask you a question 
ahou! the business: you must answer yes or 
no. Gel the question right and you could 
make some money, wrong and you'll lose a 
packet. 

Moat of your time is spent racing from 
one par! of !htf ship :o another as the 
computer informs you of each alert. This 
gets repetitive after a while, and mosi 
annoying when one slight delay can sink 
the boat and end your game. There's quite 
a long-term challenge in completing the 
route al all, never mind in record time* so 
that should keep you plugging away. 

On the whole f think the game consists 
mostly of hype and publicity, but the tough 
task redeems it somewhat 

BW 

hh floating record - 
br*ak*f 




GREEN SCREEN VIEW 

It looks all &ea -green to me. 



RpM 



FIRST-DAY TflJlCET SCORE 

20^ 



GOOD HEW 

P You're constantly on the go* getting 

between locations*. 

P It's very tough to complete- 



VV 



s 



B A D H I 

P Actions get very repetitive* 

P Too easy to die without much notice 

► There's never much activity on 

screen. 

P Not as exciting as the real thing. 



GRAPHICS 



S0NICS 



GRAB FACTOR 



STAVING POWER 



A A RATING 



327* 

S4% 
47% 
50% 




BEACH-HEAD II 

US Gold, C9.95 cass. ET4-95 disli. joystick or 



This sequel has been a long time in the 
making, Al last you've got the chance to get 
io gups with the dictator who apparently 
escaped ai the end of the original game, 
lte'& now construcicd himself an island 
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fortress which the allied forces are trying So 
capture, while the dictator tries to inflict 
revenge for his earlier defeat, 

You can play either the dictator or ihe 
allied commander* or go head-to-head wilh 
another player, in the four-stage battle for 
supremacy- In the first stage (he allied 
paratroopers parachute m and attack a 
machinegun nest, neat they use the gun to 
help hostages trying to escape the dictator. 
Any rescued hostages are put in helicop- 
ters and Gown through heavy defences. 
The final confrontation is between the die 
taior and allied leader throwing 'pooma' 
sticks at each other across a river, 



SECOND OPINION 

What a lot of rubbish I How can US 
Gold dare to pa t out m net on the 
market? The program is riddled with 
bugs. You fa}} asleep Eying your 
chopper, Hold do wn the spacebar (or 
fire button) at certain points of the 
game and amass a greal score. Best 
iking is tosuckytape it and watch. In 
Met, this is probably the most Exerting 
feature of the game; seeing your score 
reach undreamed-of heights. 

RpM 



in one -player mode you can play either 
the allied commander or the dictator. 
agains.1 the computer. In the first scene the 
allied player controls a chopper at she top 
of the screen that drops parachutists 
behind four walls running horizontally 
across the screen. The dictator controls a 
machinegun with which he trios to pick ofl 
the soidiers. Onge the soldiers have 
landed they can advance to a wall nearer 
the gun and then over or around it to the 
bottom of the screen and past ihe gun. AH 
the time Ehey'tl he under heavy fire, but can 
reply by throwing grenades a? the gun for 
bonus pomts 

Having overrun rtie gun. the allies can 
turn it on the dictator and try to help some 
hostages escape, They appear in the top 
left of the screen and walk automatically 
across to a doorway. The dictator tries to 
stop them by using several means which 
the allies try to counter with the gun. One 
soldier ties 10 drop lOdks On the escape r, 
another lays mines fox him to run into, while 
a tank trundles towards him trying To crush 

The screen where 
the assau 1 begjns 




GREEN SCREEN VIEW 

Unfortunately too much is visible. 



him. If at toast one hostage gets through, it s 
on to ihe next stage 

Thi$ is a helicopter flight over a 
downward-scrolling landscape which the 
allies have to complete with the hostages as 
passengers. The dictator controls tanks 
along the route that can bring the chopper 
down, while other defences work automati- 
cally. The chopper can shool many of the 
defences £nd fly under and over obstacles. 

The final stage has two figures standing 
on opposite sides of an underground river 
where they throw sacks to try to hit each 
Other- Fo^r hits wins a round r causing the 
man to fall in the water. There are nine 
rounds to complete, a bonus being awar- 
ded for scoring 4-^0 victories. 

The stages all sound fine in concept but 
they are actually very boring to play. For 
one, three and four there are simple 
methods for completing them without any 
difficulty whatsoever, while number two is 
a lot tougher, The computer puts up rasher 
pitiful Opposition; even a two-player game 
is limited by the game's shortcomings., 
particularly on stage two where the dictate* 
cart win every time without fail. This is a 
bad conversion made up of simple 
graphics, horrible sound and boring 
gameplay 

BW 



GOOD HEWS 

► Two-player option may produce come 
fun. 

* There's some variety in what yqu 
have to do in each stage. 



N 



W S 



► Unimpressive graphics* 

> Very nasty sound. 

► Boring, simple gameplay on all 
stages. 

> Stages two and Ihree are very slow. 



GRAPHICS 


t&% 




IONICS 


16% 




GRAB FACTDfl 


44% 


mm 


STATING P0WE« 


38% 




A A MTING 


42% 

i 1 
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VIDEO POKER 

iMa&tflilramc r CI .39 cass, ksy softly 



En Las Vegas there is a machine, much: like 
a slot-machine, that plays poker with you. 
This is a siiiccn-chip version of it that will 
probacy cost you a lot less than, throwing 
cash m (he casino. You are given 20 coins 
with which to bet: nickels, dimes, quarters 
or dollars- A hand of five cards i» dealt to 
you. Before looking at it you. have to bei up 
to ten of your coins. The hand is then 
reveaied and you have to decide which 
cards to hold and which to discard. 

Discards will be replaced by new 



ones, which will turn over to reveal your 
final hand. You're trytng !■□ g*- * winning 
hand, Most winning combinations cortform. 
to Che usual rules of poker and each one has 
adds placed on it. For instance the odds on. 
getting a flush arc S lo 1 , so if you get that 
hand you'll get back five times your stake 
money. 



SECOND OPINION 

Zzzzz. Oh do excuse me; I was just 
catching 40 winks while my cards 
were being dealt This could have 
been a hiilf'dgc&ni game, but 
unfortunately it falls down on speed - 
or lack of it 

Nice graphics, awful sound and 
gameplay. Someone a\f Mastertromc 
obvio usly hasn Y heard of the CFC's 
three-channel sound chip; come to 
thai, they Can't be aware that Arnold's 
internals are Tunning at approximately 
3.7MHz 

RpM 



The least valuable winning hand you 
can have is a pair of peks or bettor, which 
just gots you your slake money back, The 
most valuable hand is a royal flush, fox 
which the odds are 250 to 1 - a bit stingy if 
you ask me 

If you haven't got a poker game it might be 
interesting, but without the competitive 
edge of an t>ppomnl I round N very duli 
and rather slow, 

BW 




GREEN" SGEEEN VIEW 
At leas: some of it dosen't show up! 



E W 



► Cards turn nicely . 



a 



N 



► The game is slow. 

* Little to do p requiring Little skill. 

► No variety to the game, 

► No competitive edge to it. 



GRAPHICS 
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STAVING POWER 
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40% 
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21% 
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21% 
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THE TRAPDOOR 

Piranha, £7.95 cass> joystkk or kevs 



Based around the new children's show of 
the same name this game shouldn't be 
written off as just for kids: it's got a lot more 
to offer. Besides the cute graphics, humour 
and good animation, there are some inter- 
esting tasks to complete. You won't muter 
thorn easily , 

The game concerns the attempts of a 
hapless Berk to please the Bad -Tempered 
Thing - upstairs, never seen - that orders 
him to do various tasks. Berk inhabits the 
lower floors of a dingy castle and has to 
deliver objects to the BTT using a dum- 
bwaiter lift. Berk himself is a large, blue* 
cute -looking cookie monster shambling 
around the screen at precisely the speed 
befitting a fat lump lake him. 

There are two types of Berks: Learners 
and Supers. The Learners have to complete 
four tasks; the Superberk has to do five and 
also cope with some additional hazards, 



SECOND OPINION 

Oh wow! That was my initial inaction 
on seeing such a lovely, Jarga yet 
detailed Berk wandering Around att 
ovei-inf&jsted cjnitv. His hand and 
mouth movements are so ianttisticaly 
realistic - almost better than watching 
the TV cartoon 



The things poor Berk has to send to lm 
Upstairs aren't very pleasant: eyeball 
crush, boiled slirrues and a can of worms, 
for instance. It's a dirty job, but somebody's 
got lo d.0 il r Each task requires you to solve 
a puzzle by using various pieces of equip- 



ment and. most difficultly, a creature from 
out of the trapdoor. 

The trapdoor is in the floor of Berk's 
starting room. When he flicks the lever to 
open it, out comes a creature. One of them 
is essential to the completion of a task but 
the others just have to be got rid of again. 
They each perform an action that you'll 
need and a) though it may not bo immedi- 
ately apparent what it is, you'll appreciate 
their animation and humour. 

Berk is wonderfully animated as he 
waddles around the castle - one long wrap- 
around corridor with a single cellar room 
below. The corridor has several staircases 
that Berk can climb lo reach balconies and 
walkways. The playing area isn't very 
targe; even so + there's cpilte a lot of hard 
work to do to crack the game. The castle 
itself is quite dull but the creatures within it 
are niosl entertaining. 

Berk can pick up many objects p most of 
them 

containers, and tip the contents from one to 
another. Some objects are too large to 
carry and have to be pushed around to get 
them into position. You'll have to be quite 
imaginative in your use Of them. Just to 
illustrate why, here's an example of one of 
the tasks. 

The BTT has asked for fried eggs so 
logically enough. Berk needs to gel a bird 
out from the trapdoor. Once out, it flaps 
around doing nothing in particular, so how 
does Berk get some eggs from it? Well, not 
to put too Cine a point on it, he needs to give 
it a bit of a surprise from beneath - catapult 
something into it. I won i tell you any more 
except that when Berk succeeds, the look 



A big, blue, 
bwnbttro. fi*fk 



on the bird's face :s hilarious. 

Each task has to be completed within a 
time limit or poor Berk will catch hell from 
you-know-who. 

Throughout the game a tittle yellow 
spider hops (?) around making a nuisance 
of himself. A skull can come in handy for 
giving advice on what to do. Another pro- 
blem is getting rid of an unwanted creature 



GREEN SCREEN VIEW 

Everything except Setk is ctearl) 
visible Tkts t* * crying zhmme as 
witt miss o*if on some marretfou* 



VIEW 

fctevtty 

TO//OUS 
n&v&m&M* 



KETTLE 

Allegata, E8.95 cass. [14.95 disk joystick or keys 



It's hard to find words to describe this 
game because It's packed with originality 
and is very odd. The kettle of the title is 
what you control. It Hies and has to be got 
Out of an underground cave system - what 
could be more natural? 

The most interesting feature of the 
game is that two players can play simulta- 
neously, viewing the action on separate 
halves of a split screen. You can compete 
with each other to get through [he game or 
help each other out if you want !o. In (he 
one-player mode Ihe second window 
disappears. 

In each cave system there are 'bowels' 
which look like leather bottles and spew 
out blue bubbles from their open lops. The 
bubbles are the your main danger: when 
they collide with you they take large 
dhurries: off your kettle energy, To deal with 
Them you have a 'cirasa' . a bullet that Orbits 
the kettle and destroys bubbles on contact. 
The crista can also be sent out ahead of you 
to keep the bubbles from getting cloae. 

The -criaaa is also usi^d to destroy the 
bowels by hitting them ten times to leave a 
diamond. Hit the diamond while the crizza 
is in orbit to reveal either a tin-opener (I 
said this game is odd), alien, bonus points 
or a jug of water. The tin-opener is what 
you need to get through to the neat level: it 
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or a ghost that came through the trapdoor 
when you didn't want it 

Children will certainly appreciate the 
graphics, humour and raster which corre- 
spond closely with the TV show. The laaka 
will be a bii beyond younger children - but 
most parents will enjoy playing the game 
with them. Trapdoor should appeal to all 
ages, although hardened gamespLayers 
will probably manage Id crack it quite 
quickly - still great fun while you're trying 

BW 

FIRST-DAY TARGET SCORE 

2,000 



W S 



► Large, well-animaled characters* 

Bags of humour, 
fr Imaginative tasks which ruga from 
very simple to quite complicated, 
fr- Appeals to all agc-groapa. 
fr Cotreiponda closely with the TV 
**rie». 



fr* Won 1 ! keep expaH*nc*d 
gamesplayers going for long. 



GRAPHICS 






SONICS 


13% 




GRAB FACTOR 


32% 




STAVING POWER 


§4% 




A A HATING 


81% 






SECOND OPINION 



Lovq the sound - very noisy- up to tho 
usual Aihfjiira standard* It very 
origianal id&a which unfortunately talis 
down on the gxineplay. The tasks 
seem rather repetitive, with th& 
scenery changing only slightly as you 
proceed to deeper levels* hi short, this 
gamo Icavim me cold? tke*?p 
expecting something more exciting to 
happen - perhaps one day ? 

RpM 



complicated and difficult, putting you in- 
creasingly at risk from banging into the 
walls - another way to lose energy. Fortu- 
nately you can restart a game ai the highest 
level you reached when you die so you 
don't continually have lo replay the easier 
starting levels. 

The game has many options besides 
the two-player one that put a hit of variety 
into the action. The crizza can be made to 
proceed or retreat, which means it will 
either slay out ahead of you when tired Or 
return to orbit as soon as ft hits something. 



opens the lid ol a connecting pipe when 
you approach it. The alien drains energy 
and has to be shot. The jug of water 
replenishes your energy 

The cave systems get gradually more 



GREEN SCREEN VIEW 

Very clear - no trouble seeing any 
feature- 



*pM 




In one-player mode you can also choose to 
have the second kettle as a kind of shadow 
that fallows you everywhere and thereby 
helps protect you with its cnxsta There's 
also a 'flash" common tf which in two- player 
mode flashes the bubbles to speed up the 
action* 

There's lots of originality, intriguing 
options and tough levels to cope with that 
make the game very interesting. However 
the actual gameplay of flying around the 
cave systems destroying howeJa will geL a 



little repetitive. The scrolling two-playex 
windows are excellent though, and people 
who enjoy a two-player challenge should 
find plenty of enjoyment. 

BW 

FIRST-DAY TARGET SCORE 

2,000 



G OOD NEWS 

fr 3D Levels of increasing difficulty, 
fr Excellent split-screen scrolling, 
i- Interesting control feature in the 
cmxa. 

fr Nice range of game-altering options, 
fr Competitive two-player action. 



BAD N b W S 

fr Cameplay can get quite repetitive, 
fr The graphics are small and ordinary. 



GRAPHICS 
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POPEYE 

fiflacmilUn, Oh95 cass P joys-tick or keys 



One of trie cartoon wo i Id's mos[ enduring 
characters now appears in an arcade game 
where he gets !o do what he always does: 
fight with BSuto for Olive Gyl J a attentions, 
The game'* main claim to fame i$ the large 
animated characters thai gallivant around. 
Popeye and Bluio look mugcleboimd and 
mean. 

The game takes place on 16 screens 
where you, as Popeye, have to COUed 25 
hearts and give them to Olive. She has to be 
constantly supplied so that her lovo level 1 
doesn't fall too low. The screens are a 
collection of buildings, ropes, glairs and 
strange objects that you can walk in front of 
artd h in many cases, behind. This last factor 
is important in avoiding ihe dangers that 
occur on many screens. 



SECOND OPINION 

Popeye is certainly as forge as life in 
thisganio, Some? characters take up 
practically a third of the screen - th&y 
are big and in most cases bad for your 
health, An extremely colourful game - 
possibly overdone with some 
abominable colour slashing. Sonic 
humourous touches add to the game, 
b-ji nothing over ihe top, No lasting 
appeal: m fact J think 111 switch off, 

RpM 



Apart from Blulo prowling near Olive S 
house Iheie are other creatures. U any of 
them hits you youU be laid flat out. Only a 
can of spinach will revive you. To avoid 
these collisions you need to duck Into 
doorways, climb out of harm's reach or 
jump down to somewhere 

H you aren't carrying spinach or if 
Olive's 'loveometer' runs out, the game 
ends, 




There are three main cypes ol object in 
the game: hearts, spinach and keys. The 
keys all look the same but particular ones 
open specific doors, so you have to com- 
plete sections of the game in the right 
order. There are other objecss: a coin, fuse 
and bottle for instance. Their purpose 
should become clear as you encounter 
particular screens, 

Despite (he large figures the graphics 
don't really impress. They're too Chunky 
and clash wish the backgrounds loo often. 
The gameplay doesn't require much puz- 
zhng, but you win have to do a fair bit of 
exploring and trial and-fcrr or before gett- 



ing far. Some of the places you dan reach 
aren't immediately clear - like getting on 
the UFO and where you can get off it so 
perseverance is needed oven if ii looks as 
if there's no way out. 

It's a dated game idea, but it's still 
enjoyable and has some good animated 
characters. 

BW 

FIRST-DAY TARGET SCORE 

5 hearts 



GBESlf SCRJEENVIEW 

lots of lovely shades of green, 



W S 



Large anirtiated characters* 

► Ability to go in front of and behind 
things, 

► Tough working out the right route, 



B 



W 
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► Chunky f raphios and garish colours. 

> Not much puzzling, 

* Annoying to walk Off the edge of A 
scrron and straight intn a creature. 



GRAPHICS 
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GRAB FACTOR 



STAYING POWER 



A A RATING 
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49% 
60% 
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STREET HAWK 

Ocean, C8.95 cass r joystick or keys 



Here we go again with yet another TV 
licensing deal and ye! another game that 
has taken an inordinate amount oE time to 
get to the shelves. Fortunately, uniike other 
recent releases, this one actually has some 
decent graphics and reasonable gameplay. 
It may noi set your Amstrad alight, bat at 
least you won t be stomping on the cassette 
in frustration. 

Street Hawk is a motorbike and you axe 
a cop with a test-pilot mentality' - which 
presumably means you like crashing 
things. This* is just as well because you gel 
to do a lot Of that - both to yourself and to 
everyone etefc. 

The action takes place on a downward- 
scrolling roadway. Your bike appears in 
the middle of the screen, viewed from 
overhead . You have to dead with a group of 
criminals engaged in crimes, while trying 
lo avoid civilians and the police. 

The motorbike can accelerate up to 100 
mph„ move left and right, leap in the air, 
and shoot a laser forwards. It wiJ3 meet 
several types of vehicle on the road, some 
bad guys and some innocent, travelling at 
different speeds. You can shoot them or 
jump on top of them, but only the bad guys 
get you points. Bumping into the other 
traffic reduces the armour on &e bike; so 
does being shot by gangsters appearing 
from manholes. 



SECOND OPINION 

Sonic Fa irly nice graphics, with some 
great motorbike swerving scenes. I 
enjoyed blasting everything in sight; if 
my Ip$er became too hot t then jumping 
on the car roofs made a nice 
alternative you can only ge t away 
with this briefly, for the police would 
soon come charging in. Try As you 
might, you just can 't shoot thorn (must 
ha ye reinforced chassis). 

Playing the game by the rules 
becQfll&S rather boring: the mtne tasks 
to carry out every time* Make your 
own rules, plfiy It your way - I did and 
thoroughly enjoyed it 

RpM 



The first task is to pull up outside a 
wine Store i The screen changes to show the 
store on a corner. You control a cursor that 
tires a laser and must shoot three robbers 
as they charge out of the store for their 
getaway van, If you succeed you diive on 
to try to destroy the black sedan car of a 
kidnapper . Succeed in doing that and you'll 
have lo repeat the task r but with heavier 
traffic So contend with. 




You'll usually find the poMce on your 
i&il af some point as weD. The only way to 
shake them is to engage Turbo, This clears 
the street of traffic and races you ahead at 
250 rnph. Turbo can be used only a limited 
time On each run. 

Not a classic by any mparts, but an 
enjoyable fast-action driving game. 

BW 
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* Good scrolling roadway 
P- Fast shoot -em -up action, 

> Progressive difficulty keeps you 
interested, 

* Nice car* and scenery. 



B 



W 



p- Wine-store scene 1 is simple and 
uninteresting. 

t- Driving and shooting won 4 hook yon 
for very long. 



GRAPHICS 


\72% 
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51% 
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20% 


STAYING POWER 
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A A RATING 


66% 
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IT'S A KNOCKOUT 

Ocean, £8 95 cass r joystick at keys 



Remember the maniacal laugh of Stuart Hall 
and the aimless banter of Eddie Waring? 
Well, sadly, this computer version wouldn't 
even raise a chuckle out of Stuart let alone 
Eddie. Frankly I think it ought to be re- 
named it's a Cock-up and given away as a 
booby prize on Blanksty Blank. 

There are six mini-games based on The 
TV series wiih six countries taking pari in 
the competition. Up to six players can 
compete or jusi one player against the 
computer. Interspersed with five events is 
ihe marathon, where one country takes a 
turn at u between rounds, The other five all 
happen at once. All the events are just a 
single screen, except for the last one, the 
obstacle race, 



SECOND OPINION 

fmust say. it's good to see Ocean 
keeping- up standards and producing 
utter rubbish such as It's a Knockout. It 
has to stop! Software houses must 
resize that big advertisement 
campaigns and a lot of hype are not 
the only factors necessary to sell a 
game. 

'/f s a ...up 'has pathetic square* 
looking' graphics , raspbeiry-hke 
scundeffects (with the occasional beep 
thrown m) find amateurish 
programming. All this lor £9! What a 
bargain/ 

RpM 



The marathon game is called Bronte 
Bash where you have to move a weigh r 
above six holes and drop it on !he bron- 
tosaurus that appears before it ducks back 
down again. As with most of the games it's a 
matter of hitting as many as possible within 
a time limiL 

The first game is Flying Flam YOU 
stand on the right of a wall while flans are 
thrown over it lor you to catch. If you miss 
them they land on ihe floor and make you 
skid about while trying to catch more Qar.s. 
Harlem Hoppers is next: you control a 
character attached to a piece of elastic. He 
has to run Across the screen to catch balls 
rolling off a camel's back. This one takes 
very careful timing and a good deal of luck. 

The Titanic Drop is one of those enter- 
taining water events where everybody gets 
wet. Four contestants will one at a time 




slide down a rope and you have to drop 
iheni into the water at the right lime to pass 
through a ring in the water. TJic rings have 
Varying points values that change as the 
game goes along. After Titanic comes the 
Diet of Worms, where you control a bird 
lhat has to peck up as many worms as 
possible. They wriggle up and down while 
another bird also tries to eat them. 

The last event is the obstacle race. It's a 
scrolling decathlon- type game where you 
have to waggle to move along and jump 
over obaladea like a water ditch F log and 
ball. Each event scores six points lot the 
winner down to one for last place. The 
grand total of all events determines the 
winner. 

The graphics for all the events are 
really quite dreadful. It wouldn't surprise 
me if il had been written in Basic. The 
events rely a lot on random chance and 
have very repetitive gameplay anyway. Aa 
a silly parly game for six players it might 
have some entertainment value, but other- 
wise if s very disappointing, 

BW 

FIRST-DAY TARGET SCORE 

15 points against computer opponents 



Mulli-plAyer games may be fun. 
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► Graphics are very bad, 

* Control is jerky and the game pace 
slow, 

► Simple repetitive tasks, 

* It isn't even funny. 



GREEN SCREEN VIEW 

J couldn i bear to took 



RpM 



GRAPHICS 


J«% 


SOftlCS 


19% 


GRAB FACTOR 


18% 


STAVING POWER 


16% 


A A RATING 


11% 



TIMCLORD 

Alpha Owifli. £1.9P cass. joystick nr ta^s 



Thtri instructions for AO's latest are sparse, 
to say the least But then you"ll have to play 
the game for only a minute to see that 
they're all you need. The game is a 
straightforward exploration type, where 
you just have to search for objects and bias? 
lots ol aliens on the way. 

The task is to collect the four missing 
pieces of your time machine that are scat- 
tered about the planet Oacijenless. I'll bet 
you can t guess what you run out of during 
the game, can you? 

Three aliens materialise on each 
screen, which will also com am at least one 
cxii and some superfluous graphics. Going 
through the doorways flicks you to another 
screen. There are several basic designs for 
the screens, representing difterent areas 
like caves and the planet surface. 

Thft triree 3 Hans are the same on every 



GLIDER RIDER 

Quiclisilva, f8.9& r-flsscltc, joystick oi keys 



'Everyone has heard of the Abraxas Cor- 
poration - Anns for Anyone, Anywhere, 
Any Reason, Any Quantity/ says the pack- 
aging, They are a mean bunch, hiding away 
on their plastic island. EoOs, somewhere in 
mid-Pacific, Producing and selling weapons 
is their game 

P&ethon is your codename: you're a 
member of the SED task force - silent but 
deadly. With your maxk-3 glider (colia- 
pfiible), E37 motorbike and nine hand- 
grenades, you arc ready to lake on the 
world - well EoOs at least. 

Your mission is to destroy the heavily 
defended nuclear reactors on EoQs. These 
provide energy for the plastic island with 
its nylon grass and polythene trees {no 
doubt tupperware birds as well). Of course 
any self-respecting island with nuclear re- 
actors would also have a decent ground-to- 
air laser defence system. „. f think ihey 
have gone over the top with Uus< 



SECOND OPINION 

tt looks and sounds stunning, superb 
3D graphics, a driving beat for the 
motorcycle and hghl&iry tunc for glid- 
ing - what wore could yoti ask? A 
playable game with a lot more action, 
that's what It's delightful as far as it 
goes tut if only they'd pat in some 
easier tasks and gratuitous violence it 
would have been so much better, 

BW 



Once you land on the island, the live- 
liest music I have over heard on an 
Amsirad comes to your ears - it is so very 
appropriate, continuing Throughout the 
game- You find yourself cruising a motor- 
bike 4 round the island. All the reactors, 
laser turrets, even tanks (stationary), are 
highly detailed . making very pleasant 
viewing - even if everything is one colour: 
it obviously wasn't possible to dye the 
plastic. However, you are here to cause 
destruction not 1o admire th* scenery 

'Objective: destroy external reactors/ 



screen but have different characteristics. 
Two of them are slow-moving and cannot 
be destroyed. The third » Cast and homes in 
on you. but can be Jailed by your hefty 
missiles, This only gets rid of bum tem- 
porarily, though: ho rcmatonalisos a few 
seconds later. 



SECOND OPINION 

Lor? of scieens to hunt around m -all 
verystnvl&r r though i-vcr: Lie 
characters are the same from screen to 
screen; they are f Airly drab and Sicker 
at ail the wrong times. It's a budget 
game, and it shows. 

RpM 



As you race through the screens the 
oxygen supply has to be kept up by collect- 
ing objects. Curiously these take the form 
of money - perhaps there's a friendly 
oxygen seller lurking around. 

There's also an axe to be found, This 
allows you access to other areas of the 
game. 
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That's a good one; i hare spent hours irying 
to carry out the order, with nc success. The 
idea & to disable the lasers by bumping 
into what appear to be pylone - this causer: 
tho lasers to go haywire and shoot straight 
up in the air, 

Rush to a slope and lift off. To do this, 
press ail your directional keys. If you are 
lucky youi bsko will transform into a glider 
and you'll be soaring high in the sky ; if not. 
try again Once in the air, you should come 
down Jt?w, and while the lasers sre dis- 
tracted, bomb the reactor, £ These are 
spherical and have liny s3oMike window*.) 

Trial is the theory a* least. Putting it into 
practice is, well, nothing short of unpo 



sgible. Either the laser will spot yon Im- 
mediately and "Oops, you seem to have 
beiin fraaded,' or you land jta the sea and 
'Oops, you have been eaten by shares." 

Barring that, the reaciors seem to be 
impregnable. [ bombed them a hundred 
times, and nothing happened. At some 
stages I was virtually silting on a reactor 
and chucking grenades hell for leather. . 
frustrating, very frustrating. 

T ended up dying or oven riding 
around the island, sdmtnng its beautiful 
landscape- One discovery was thai more 
grenades could be obtained from stores on 
land. And lime is a limiting factor: only 30 
minutes to complete the task - a&rgh, Love- 



ly lo look al, sv^n listen to, but whore is the 
destruction, mayhem and chaos that was 
promised? 

KpM 

FIRST DAY TARGET SCORE 

Bomb a reactor fwa couldn't) 



0 0 D 



* Fabulous mu big track. 
P* Superb 3D graphics, 

* Wonderful animation da the gilder. 
On e at idea of changin glhe bike to a 

glider and back. 



9 



► Spoilt by lmpdssiblity of the cask*. 

► Occasional bug will require 
restarting (not re Loading), 



GREEN SCR£EN VIEW 

There wasn't much colour to start with, 
but everything i$ cfear. 

BW 
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A A RATINE 
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FIRST-DAY TARGET SCORE 

25% 

B 0 0 D H I W ~S 

> A lot of screens to explore. 

> Conserving oxygen wonH be easy. 



The graphics are reasonable, but the 
animation of the characters isn't very good. 
The gameplay ly [airly repetitive - just 
rur.ning around searching and shooting. 
The playing area is quite large, however, 



so (here's a fair bit to keep you exploring. 

Not bad for those of you who Jove 
doing maps: not good if you want a bit of 
variety. 

BW 



B A_D M E W 

p* Very repetitive searching and 

shooting, 

► Unimpressive characters and 
animation. 



GREEN SCREEN VIEW 

fogies better in gre&n for some reason. 



GRAPHICS 
















A A RATING £tf3 


mmm 
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ACTION TEST 



FROST BYTE 

Mikio Cm. £8.35 cass. CI 3.35 disk, joystick or kevs 



Ever since the Wj/Jy aeries Mikro Gen has 
had a reputation for excellent games 
graphics. The ninconfinues with this 
cleverly totted game. Anyone who's Been 
Equinox will recognise the excellent use of 
colour and impressive character design 
that features again here. 

The game itself if much different, It 
stars a Kreezer called Rickey who looks 
and moves just like the Slinky toy (hat w.in 
popular some time ego - that spring Ihing 
that somersaults down the stairs 

The Kreezer has just escaped from 
captivity. You have to guide hum through a 
hazardous and icy cave system to release 
five other Kreezers and get out of ihe 
caverns. He moves by flipping end-over- 
end so that when stationary he either points 
straight up or is curved over in an upside- 
down "IT shape. He can also jump upwards 
and move through the air while drifting 
back to the floor. 

You encounter many hazards in the 
caves. Some you can shoo! if you can find 
some amrnurunon. The bullets go straight 
up when you're vertical and horizontally 
when you're in the middle ol a "step". Other 
creatures just have to be avoided, while 
some appear to be there just for decor- 
ation, II you collide with one of the crea- 
tures or fall too far, a life is losl There axe 
replacement but they aren't easy 10 gel to- 

As you travel through the caves you 
find coloured, diamond-shaped sweets 
which give you special powers when used. 




Red ones make you move faster, blue ones 
let you jump higher and green ones allow 
you to fall further than normal. These are all 
essentia; to the completion of the game. But 
watch out for when you're given a sweet 
you don't actually want. 



SECOND OPINION 

Ihadn 1 seen Equinox so this came as a 
pleasant surprise, I love the graphics 
and tha t Slinky chars cter. JVb f only 
do&s ir look goad but It's rough as welf. 
} think it's possibly 3 bit loo tough to 
start with - you may take some time 
getting* off the first two screens - huf 
once yea get into it its very gripping 1 
stuff. Give me a few weeks and Iimgh r 
exact: it 

RpM 




Even with the sweets you need some 
occasional extra help in the form of spring 
platforms and mattresses - they give you an 
extra boost when jumping or a soft landing 
tor a long fall. You're going to need all this 
help because the creatures presoni some 
wicked timing problems that require 
thought and speed. 

Each Kreezer has to be rescued within 
a time limit before it is eaten. Being 
gobbled up is curiously called the rwang 1 . 
To release the poor unfortunate you just 
have to gel !o the cage where he La hetd 



and touch him, 
Then you can head for 
the exit door - which 
leads to the next cave 
system and more challenges. 

The graphics really are superb again 
with lots of colour, some great characters 
and humour. The gameplay is great with 
lots of nasty timing problems and a pleas- 
ing variety of obstacles arid daflflftfS Hie 
five caves should be enough to test anyone. 
The only problem will be staying cool 
while dealing with the deadly opponents, 

BW 

FIRST-DAY TARGET SCORE 

5,€0C 



GREEN SCREEN VIEW 

4r'« a statin* to miss alt that colour bur 
everything's visible. 



TRAILBLAZER 

Gremlin. £9.95 cass, i\A 95 disk py stick ci kftys 



Trciilblazer is another game featuring a 
bouncing bail - like Bounder in 3D, but 
faster and more dependent on fast reflexes . 
Gremlin lives up to its excellent reputation 
for high-quality games that feature both 
originality and good gameplay. 

In Bounder you had a Landscape that 
scrolled underneath a ball viewed from 
above; here you view the ball from behind 
as the pathway scrolls toward you at a low 
angle. The aim of the game is of course to 
keep your ball on the course as it races by 
beneath. There are 14 different courses, 
each one of which has to be completed 
within a time limit. Nearly all of them are 
extremely difficult* 



SECOND opEnton 

This is a real tough one that will have 
you glued in front of fifte monitor It Us 
just as well they put in Ihe practice 
mode because even learning the first 
couple ci courses isn ? easy. The 
scrolling path Is great, although I 
thought it would have been nicer to 
ha ve a large? ball, This one really put 
me through my paces. For anyone who 
tikes fast action this is terriSc r 



Each course is made up of five lanes, 
and each lane is broken up into squares so 
as to form a grid. The squares come m 



different colours that have different effects 
on the ball when :t hits them. And of course 
they are interspersed with gaping holes in 
the path which have to be avoided, The 
aquare'5 properties can be used to avoid 
the holes. But if you fall into one you lose 
valuable time and can mess up the rest of 
the course through bad positioning at the 
restart. 

The four special coloured squares are 
whiles yellow, green and blue. While 
causes you to bounce, yellow speeds you 
up. green slows you to virtually a stop, and 
blue reverses the controls. You'll need to 
use whit* and yellow squares a lot lo 
complete courses. The green and blue are 
nothing but trouble and can really mess up 
a run. 

Any of the 14 courses car. be practised 
With an increased time limit so that you can 
become familial with it. in the game proper 
you have to complete the courses in order 
and against a much tougher time limit. 
They aren't forgiving of mistakes 
- one wrong twitch and you'll 
be off. And possibly you 
won*! be able to recover 
to finish the run, because 
you're thrown back 
onto the course 
moving and may 
be completely out 
of position. 



GREEN SCREEN VIEW 

it's not easy telling which coloured 
squares are which - it can cost you 
vital split-seconds. 

RpM 



Apart from guiding the ball left and 
right, you control its speed. High speed is 
essential for completing courses in time, 
but tricky sections can be taken slowly. You 
also scan each course with a limited num- 
ber of "manuar jumps, which ere handy 
because there's not always a white square 
there when you need one. 
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ACTION 




► One or two placeu whare you can,*! do 
muck about quick deaths. 



N 



E W S 



► Exultant colour graphics. 

* HuitiqU4r04S ftJld w*H-drawn 
character*. 

k Tough timing problems every whorp. 

► Good features like sweets and spring 
platforms. 

► Five tough caves will keep hu*j* 









GRAPHICS 






SONICS 


sa% 




GRAB FACTOR 


90% 




STAVING POWEH 






A A RATING 









AMSTRAD ACTION DECEMBER 1986 13 




HAVE YOU GOT 



I, 



WHAT IT TAKES TO BE A 




Top Gun puts you in the fighter pilots seat 
of an N 4 Tomcat 

Vector graphics and a spite screen allow I or 2 
players to play head to head, or against the computer 



Your armaments in this nerve tingling aerial duel 
are heat seeking missiles and a 20mm rapid fire cannon. 
Can you feel the force! 
Top Gun mavericks! Enter the danger zone. 



£7.95 

SPECTRUM 




£8.95 



AM STRAP/ COMMODORE 



Ocean Software Ltd., 6 Central Street. Manchester M2 5NS. Telephone: 061-832 6633.Tclex: 669977 OCEAN G- 
'"DESIGNATES TRADEMARK OF PARAMOUNT PICTURES CORPORATION and used by OCEAN SOFTWARE, LTD. under authorization. 



ACTION TEST 



PIPELINE 2 

Mns^rtrcirtc, £1.99 esss. jayaiici or toys 



If you can remember back to issue one and 
our Amscyclopcdia, you'll probably re- 
member a now-departed software hou&e 
called Tatsksct and their gamo Super Pipe- 
lino II It was a fuJI-prico product then, but 
thai was over a year ago. Now it's still the 
same game bur with a different pi ice tag 
and under a different label. 

If you remember rhe game Irom way 
back then, you'll just want lo know that this 
is exactly the same game. But I'm sure there 
are plenty of you who>e joined us in the 
past year that don't know about it. 

The star is Foreman Fred, He has to 
complete 16 screens of action by filling 
barrels at the bottom of the screen. At ihe 
top is a tank of water (hat gradually empties 
into a twisting pipe system, which weaves 
all over the screen, and eventually flows 
out the end and into the barrels. 




While this }& going on you arc clnni.hu r- 
tng around the pipe system trying to slay 
alive and stop creatures and tools - which 
sneak in from the edges of the screen - 
making holes in the pipes. Most of the tools 
can br. shot with your gun when they are 
horizontal with you. A lobs tor, however, 
can be shot only from behind, and a shower 
of lacks not at all. If one of these enemies 
gets to you, you plunge lo a nasty end off 
the pipe - unless your trusry helpers come 
to your rescue. Fred's mates appear two at 
a time and can be sacrificed to the tools 
without cosl. for they will quickly reappear. 



SECOND OPINION 

This was an immensely goad garno the 
first time it came Oat Today r at a 
knockdovsn price, it stiil seems good 
on comparison with much other 
software. The tune is excellent, and 
graphics Outshine many prcscnt-day 
offerings. If you haven 'f got Super 
Pipeline II, theit go out and buy it. For 
£2 t you just can r t gc wrong. 

RpM 



The helpers also perform the task of 
repairing any leaks in the pipe, so they're 
kepi constantly busy* You have lo lead 
thent to the Leaks before they start work, 
and while they're following you they can 
guard your back from attack, 

If you leave leaks too long your water 
will start to run out and decrease your 
score, as it draws on a reserve supply. If 
you fill the barrels you progress onto a new 
screen wilh more barrels to fill. 



GREEN SCREEN VIEW 

Certainty clear enough to play. 



1 



The graphics and sound are still good 
today, although the same niggle remains 
about the characters going behind pipes 
and being obscured. After a bit of practice 
the game is relatively easy you find safe 
spots on the pipes but ifs still a lot of fun. 
And it's cheap now as well 

BW 

FIRST-DAY TARGET SCORE 

100,000 



E 



► Nice cartoony graphics. 

> Jolly soundtrack. 

P- Still a very original crame (a sad 
reflection on many other software 

houses)* 



5 



P Character £ disappear behind pipes. 
> Rather too easy to complete. 



GRAPHICS 


63% 




SON ICS 


67% 


■ .mmm 


CRAB FACTOR 


7B% 


■ l ■ u j . m m + ■ ■'^yffJ'H 


STAVING PDWIR 






A A RATING 









MIAMI DICE 

Buy Byte, £2.93 t\iss r joystick or keys 



Yot another gambling game! This one Irom 
Bug-Byte is a faithful representation of the 
American dice game l craps\ Up to four 
players at once can participate; each takes 
a turn lo bel and throw the dice. 

Craps is a fairly complex game, with 
many obscure rules. I'll give only a very 
brief summary P although several pages 
coukl be taken up. 

You throw dice and bet on the out- 
come. A casino's betting table is Laid out in 
a complex pattern, with various bet lypea 
clearly marked in boxes. Several combin- 
ations oi bets make all sorts of odds 
available. 

The person rolling the dice is obliged 
10 boi he will have a winning outcome, [fa? 
or 11 {called natural numbers) are roDed 
firs i, it's an immediate win. II you think that 
is very favourable, then rolling a 2, 3 or 12 
crips) will wipe the smile off your face. 
Any other number thrown, known as a 
point number, will mean subsequent 
throws are necessary to determine a win or 



lose. Here it becomes more complex r 
because if a 7 is now thrown, you automati- 
cally lose 



SECOND OPINION 

One* I'd discovered The paying keys 
and tried my best to understand tin* 
t tiles f there was revolted a good gam- 
bling game. The characters are quite 
en toi t&iiung a t firsr - ihey h& ve to Jbe to 
.keep you interested. You'J] Mve ?o 
work hard to get to grips with ail the 
various betting areas. Once you have, 
this is a tough realistic simulation. 

BW 

The betting options will drive you mad. 
The instructions left me more confused, so L 
ended up placing bets wilhoul a clue what 
they were for - sometimes 1 was lucky, 
Other times not. 

At the start of the game you can choose 
how many players will participate, and 
which characters they will assume A 
screen then pops up showing your charac- 
ter and three opponent There is of course 
also the eioupier, who leils you whal i$ 
happening ae any stage of the game. The 
foreground graphics show the table with 
any bets placed and, when thrown* the 
dice 

There is a strange- soundtrack with the 
game, 1 couldn't make up my mind what I 
should do to it - either take up my 
magician's garb and do conjuring tricks, or 
grab the nearest young lady and waltz 
away. 

fr is a pily the cassette inlay was only 
slightly altered before being used for the 
Amslrad. There is no 'Megaloading system 
with Speech', nor do the fiuggeseted keys 
work. To help you along; these are the 
correct keys and what they do; 



G 
A 
0 
F 



JoY$t ftk 

Up 
Down 
Lhi r" l 
Right 



Playi; 
1 
2 
3 
.1 



ft i 

a 
2 



It is amusing to watch the figures in action: 
the hippie whose glasses fall down his nose 
will constantly readjust them, for example. 
Their eye movement is exceptional, giving 
them a very shifty air. 

This is another game lhal is nice to look 
at and listen to bu* unfortunately is spoilt by 
having such a complex hotting system. It 
does get boring. 

RpM 



N 



W 8 



P Nice characters, with amusing antics, 
P- Merry music to accompany your 
betting. 

P The casselte cover is rather 
interesting. 



B 



E 



P- Instructions are misleading and 
wrong, 

P Play becomes boring and repetitive. 



GRAPHICS 



S0NJCS 



GfiAS FACTOR 



STAYING POWER 



A A flATIMG 
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ACTION TEST 



XENO 

AVF / Angus, ft .SB cass. joystick ar kieys 



Horo"s another one of those* intriguing 
games uiat la very simple in concept but 
strong on that indefinable quality - addic- 
tive gameplay. The action takes place in an 
oval arena with a goal at eilher end. On the 
rink are just three things; a ball and two 
objects looking like a cross between a 
cream bun and a curling stone. 

They are in fact the two players, one or 
both of which can be under your control, 
and they're used for smacking the ball 
around the rink. The basic idea is simple: 
you just try to put ihe bail m the other 
player's goal by knocking the ball around 
with your bun. 

There are three screens making up the 
rmk. the bal] always being in I he picture 
but the players often being oul of sight. 

You can play against either the com- 
puter or another player, In either case 
(here are a number of parameteis That have 
to be set up that determine the speed and 
difficulty of the game. Once you've started 
you must learn how to control your l stone'n 
You can actually move An arrow freely 
around the rink but after a specified time 
limit it returns to the starting position* If you 
press Fire while it's away from you. the 
stone flies off in that direction. 

The players alternate with their ar- 
rows. But if you delay and don't take a shot 
immediately > the arrow will disappear and 
your opponent geta another shot. Apart 



SECOND OPINION 

This has lovely graphics, albeit only in 
shades of blue. Bxtlhtnj against the 
computer the higher levels can Jbe 
rosl joystick-wrenching stuff - 
sh ooting- your 'doughnut T a f high 
spocd toward tiie puck can be very 
satisfying, especially if you score a 
goal in the process. May l&ck lasting 
apu&al, but is definite} f worth a look. 

RpM 



from the goals the rink is enclosed by 
elastic sides, so that when you or the ball 
bounce into n you just ricochet off. 

You can set the amount of time allowed 
for positioning the arrow and taking a shot 
and also the speed at which the computer 
plays. The match is played over four quar- 
ters; you cm set the length of these, up to a 
maximum of nine minutes each. These sett- 
ings allow you to vary the game from quite 
sedate action and long matches to very fast 
reaction play and short matches 



ftinky dink pi Ink 

pl"rtk..,yo«|l 



The computer opponent is very tough 
or. the faster levels because he's very 
accurate and never misses a shot. How- 
ever, you can put him off his stroke by 
ramming into him or shielding the ball from 
him. The two-player game is also a lot of 
fun with intense competition. 

The only drawback with the game is 
that dcspile Jts initial addietiveness there 
just isn't enough variety or features to keep 
you hooked. For a while it'* immense fun 
and a challenge bill the lack of variety 
means it s easy to ore of the action. 

BW 

FIRST-DAT TARGET SCORE 

Beat computer at speed 5 



GOOD ■ E w a 

Simple end addictive gameplay. 
I" Parameters allow you to change the 
game to suit any speed or skill, 
t- Good rink and crowd graphics. 
► Competitive two-player excitement 






SPf CTfflJM SCREENS 

Dandy »s the massive arcade advertise ihat takes you 
iruugh so ire of I he most del a red CLnqe^ns you "we ever 
58fl. Either solo or with a < brave) friond you ten hack 
thuma ann your *ay through scares necromMcets 
ana other dtngeoi -riwmrc whose concern lo^ yourfwaJih 
and vwtf-berng is ma 

TTiey nave trier reasons of course They re sardine a 
massivs Treasure hnarcl eti ynu. i J you ro amck can sii.ft 
-nto your ai^rngfy capacious swag teg 

Daiitiy is the ulumets dungeon Enter at your peril! 




FEATURES 

3 compile 5 tevel OuMjisons 

Treasure trove screens a( the end ol each dungeon 

One or two players 

5 flfflBffi spw typfts ^ — r I y 

A variety fit nasties —j y 
("re-zied, !humb-b4JSlMK] action 



% o v r W A R 



AW ii ARl F riN ELECTRIC DREAMS SOfTWARE, 

flVWILHBLt urn. _ _ # CARLTON CHKSLrNI, SOUTHAMPTON 

IX Spectrum J8W128K>' - cassette,.. £7. 99 SOt 2EW TE_ {C7Q3) 229694 

Coming soow lor Antst rad a nrj Com mentor e home ^ m ^ ((JUMfc 

computers PgmiSwwt HampAiMd. 





1 

\ 

9 



ft 6 




Precision and skill, speed and reflexes, alertness and ingenuity are all 
to be found in the fury of latest releases. However good you are 
you'll find it difficult to keep your bead above water against this 

hurricane of software. / 






9j .v y^'^-^t^^^ 




iTHl 



****** 



i^ fI1s !L£Ks 3 a** 5 ^ ft Sv 99 32T 




base tht*o" tow- 



w/ frfi : 




*4 



[»f, 



***** 



U.S. Gutd 1-tii-, Units 2/3 Htfifort WtyMMferi, 
Birmingham Bo 7 AX. Tel: 021 i5o 





ft 




r 





Things couldn't be worse. No money, no food, no 
Until the day of the telegram. 

Now you must get to Las Vega a. And Why? To win a million 
dollars, that's all! 

It won't be easy, you may not even get out of your hotel, let 
alone survive the ordeal of the airport. And have you the 
skill! and the luck, to win in the Casinos of Las Vogas? 

A v a 1 1 a b la on: Ammtrad {Tape & Disk) 

CMI64; USX a n d S p ectr u m (Tape on ly ) 



GAL VAN 

Imagine, ££.95 cass, joystick or keys 



ACTION TEST 



Those coin-op conversions keep on coni- 
ing. Bui down in the wilds of Somerset, 
people think arcades are where you do 
your shopping, This is one of those games 
I've missed while tucked away down here - 
hui judging from this version. [ haven't 
missed much 

The game lakes place in a two 
dimensional rave system with muln 
directional scrolling It's inhabited by a 
napjy array of alien creatures. You control a 
man clothed in futuristic knightly garb who 
has to battle through the caves to a demon. 
You have io destroy me domon by shooting 
its pans several times. Then you can move 
on to the next level of play. 

The caves have various backgrounds 
including brickvrork, waitrr and hi-tech 
scenery. The trouble with some of these is 
that the colours haven't been very well 
chosen: there is little contrast. The defi- 
nition of the characters is also weak. As a 
result everything on screen looks indite 
tincl. Although you can tell what's going on 
it's like looking through an unfocused 
camera. 



SECOND OPINION 

There ts a good idea (somevrhere t to 
this game. It r s unfortunate that 
dm wmg-board ideas can Y a; ways be 
carried forward into programming 
technique. The screen is jnuu'scule* It 
just about tiuuwges to fit your 
'character, a 5it o? surrounding 
brickwork And, if you ara very lucky, 
a few million aliens popping iv for tea 

Not the wisest choice of colour, 
nor even the smoothest scrolling 
around. For that matter control isn't 
too hot either. There must be 
something good ihout it, All yes. Jots 
of nasties to zap 

RpM 



The swe of the scrolling screen doesn't 
help cither. It's very narrow, and as you 
move left or right si's practically impossible 
to react to anything that comes straight 
toward you.. 

As the knight runs into the crea lures a 
power gauge is depleted. He can light back 
against the aliens - initially just by punch* 
ing them but with weapons if he can find a 
power pyramid The pyramids put his 
power up and give him a weapon. Which 
one depends on the power level. As the 
power runs down again, the weapon 
gradually become a less powerful until ycur 
knight is back to a fist Pyramids are found 
just lying around or by lolling space-suited 
foe. 

Tho caves have several floors You can 
get between them unrig stairs, holes in the 
tioor Or ]umping. Some areas have special 
aliens, such as sharks and stingrays under- 
water; some have nasty etfecis on you like 
temporary paralysis. 



[ 



GREEN SCREEN VIEW 

W&a that a brick ihs t moved or was it 
my cfiiwefer? 

RpM 



The graphics, narrow screen ar.d Awk- 
ward scrolling make the game unimpress- 
ive to look at. It s not much better to play. 
You'll find yours ell wandering around 
doing a lot of shooting, which achieves tittle 
except to gain you the odd pyramid. Cer- 
tainly not one of the belter coin-op 
conversions. 

BW 

FIRST DAY TARGET SCORE 

2G,DM 

G _ 0 0 D N E W S 



* Change of weapons adds interest 

► Quits large areas to explore 

> Some nasty varieties of monsters. 



□ 



W 



* Very narrow screen display combined 
with awkward scrolling makes play 
difficult. 

Graphics Lack contrast and definition. 

Gameplay consists merely of 
wandering around searching for the 
demon. 



GRAPHICS 



S0NIC5 



GRAB FACTOR 



STAVING POWER 



A A RATING 



66 V, 
69% 
61 7 

S7% 



QUESTOR 

Cascade, £8.95 cass. f 13 35 disk, joystick or keys 



It doesn't take much to work out that you're 
trying to find something: tho litle gives that 
away. And youl! soon find out thai you've 
got to do it on a flymg carpet- Tho quest :$ 
to find and rescue the daughter of thw 
Nawab from some nasty catacomb* where 
•bt'a imprisoned - and that involves solv- 
ing a qcod many problems. 

You start deep within the caves and 
spend (he whole game flying about on the 
carpet. This airborne doormat is quite awk- 
ward to contra] and you'll die many times 
early on trying to master it. 

The caves are inhabited by all jitAitner 
of ov:| creatures that appear on most 
screens, moving in patterns up and down 



There are quite a lot or objects and 
locations to find. Many of them are hard to 
get to iind involve :ongh anung problems 
And removing obstacles from your path. 
You can cajry onJy ihree objects at a time. 
When you come to where the object can be 
used for opening a door, say - if happens 
automatically. There are some flashing ob- 
jects \l\at, you oan/l pick up but which act aa 
"lues fcr ygu To work out 

The graphics and sound are ordinary 
with link to commend diem. Most of the 
tasks axe fairly straightforward as weJl, just 
needing a lot of blind ex per mien!. The 
control is the most annoying feature: one 
twitch in the wrong direction can put you 
into the clutches of a monster and lose one 
of your precious few lives. There's enough 
challenge for ardent arcade-adventurers to 
plug away with, but there's nothing very 
special. 

BW 

FlRST4>JLY TARGET SCORE 

50.000 



GREEN SCREEN VtEW 

Good colour £hoic& -t e v&ryitiingf 
visible 

RpM 



N 



W S 



► Lots of objects and location b, 

► Tough exploring with puzzles and 
timing problems, 

► Wide variety of features and 
problems. 



1 



N Control is difficult, * 
deaths, 

► Not very original. 



i using annoying 



GRAPHICS 


51% 




SOMCS 


14% 




(■HAS FACTOR 


59% 


mmm 


STAVING POWfR 


51% 


mmm 


mourn 


31% 


mmm 




Flying otow\6 on 
your hu$\y 
Axmfniter d#tp 
pil* 



SECOND OPINION 

If you ram an alien accidentally, you 
wjjJ find you jre stuck and all your 
energy drains exceedmglyfasl. The 
walls must also hav& same form of 
adhesive - you con 'tjust glance off 
tiwni - you remain firmly embedded. 
This game is too d&nutr.ding, And it r 9 
rather old hut 

RpM 



or across the screen The creatures either 
drair. your cnc:y> kill yea outright This 
is tough when you have Only three lives. 
But some of the monsters can be zapped 
with weapons and objects found in the 
caves. Unfortunately finding out what does 
what, where and what to do about it (what?) 
ls u. matter of inal-and-error and many lost 
games, 
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ACTION TEST 




ICON ION 

Miirorcoft, £8,95 tass, E13.B5 rfisk, joystick or keys 



A great idea for a game, this: a program 
trapped inside your computer thmt doesn't 
want to die when you switch off. 

Tow isak. of oburott to asd and abet 
the rebel program, Icon Josv and got him 
out of the computer before the power goes 
off. To manage thai you've got to complete 
many pimles and explore the weird in- 
sides of the computer. 



SECOND OPINION 

Of? reading the mstnictions to this 
ganie t i thought tins was definitely for 
/tie. Unfortunately it was muc-h harder 
than I had anticipated: 1 was barely 
*bte to leave the first screen 'without 
death standing over m*? 

After several attempts ! really 
started to enjoy the game, mth us 
humour, chirpy characters and often 
devious puzzles, if you enjoy silly 
jokes, and don't Sing the computer 
into th& rubbish tip After foiling 
miserably for the first few attempts, 
then this game ts a must. 

KpM 



Thfe screens are shown in £D< And you 
move beiween them by going otf either 
edge or 'into' a doorway by puslunq up. 
Each location has a name - moat of them arc 
puna on the actual parts that make up a 
computer, such as the redundant interpre- 
ter and the kl4kety bit (keyboard), Scat- 
tered around the locations are objects 
which may not have any immediate appa 
rent use but will help you complete the 
tasks. 



Two other characters in the garne 
move around freely among all the loc- 
ations. They can provide invaluable help 
They're called Andy Capacitor and Charlie 
Chiplm. Andy is a northerner and Char he a 
stuck- up southern snob. You communicate 
with them, and perform all other actions in 
the game* using a set of aeons and window 
menus. The icons allow you to perform 
many different tasks while the menus pro- 
vide aU aorta of helpful information : 

There are ten icons: status, chat, ter- 
minal* manipulate P act, move r note, help, 
save and quit- Chat lets you talk eo the other 
character* on a number of subjects so thai 
you can make them friendly end more 
helpful to your cause. The status option toils 
you how Andy and Charlie are feeling, as 
well as how you're doing in the game, 
while the help icon teUs you where they 
are. Terminal puts you onto a computer 
terminal if you re standing at it, where a 
menu of options will be given to you. 

Manipulate and act both involve han- 
dling (he rtwmy objects you can find. You 
can pick them up, drop them, e sea nunc 
them and give Them to other characters. 
You can also iry (o use chern or more 
specif ically dig, rub, wave, hit or combine 
them. One other handy feature is the note- 
pad on which you can keep track of your 
progress and jot ro minders of what you 
need to do. 

As you explore che computer there are 
various areas thai can't be entered wiihou! 




/ ft ft J 



the right object, if yon do try to enter 
without a ^key 1 then an energy gauge de- 
creases. The game ends when one of three 
things happens: a 30-mtnuto time limit runs 
out, energy runs oul P or you escape. 

Thu graphics and sound aren't spec- 
tacular but the puziits, icons and menus 
make the gameplay absorbing. It's a bit 
tough to beqin with, until you work out the 
memory map near the start location (re- 
member to use the 'breadcrumb* technique 
of dropping thing* to show wheie you've 
already been). Once you're well into the 
game there are plenty of objects, puzzles 
and humour that will keep you bashing 
away for many an hour. 

BW 



FIRST- MY TARGET SCORE 



ft/ 



/ 
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So Ibat'j w*ivt fhe inside fooks like 
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ACTION TEST 




> Plenty of location* with interesting 
names, 

^ Nice icon amd window menu system. 
* Characters to communicate and 
interact with, 

> Lots of objects and puzzlfti to s oJ vo 
with them. 



N 



II 



► A bit tough to start with, 



W S 



GREEN SCREEN VIEW 

Absolutely no problem wmdering 
through your computer's insides here. 

HpM 



GRAPHICS 


1Q% 




SOMES 


54% 


..... | H 


GRAB FACTOR 


77% 




STAVmC TOWER 


63% 




A A HATING 


30% 





THE INHERITANCE 

Intogrames, Efl.g5c»ss, f 14*95 dish, 
joystick or ksys 



Here's another French game that has plenty 
o^ elements of onqinality in both present- 
ation and gamep]ay. It comes in throe parts 
in which you haves to Escape front your 
horel, catch plane to Las Vegas and then 
irtakg- a miiuon dollars ovdrnighL Sounds 
easy, huh? 

The reason you've got to do all this is 
that your aunt has popped her clogs and is 
an ex-aunt, bequeathing you her whole 
fortune only ii you can miikc that million. 



SECOND OPINION 

A fairly Original concept here - a 
pleasant surprise. The graphics arc 
detailed and colourful, compelling you 
to turn over or examine every object* 
Most am using' was bumping into 
another character; he (or she) would 
g&nafally demand an item on your 
person. The problem is that when / am 
affronted lit such a rriAnner n the hrc 
button gets a good beatirtg. This does 
no good at all; if aggravates them, 
causing further demands fo be placed 
upon your shoulders. 

The Inheritance has more than 
enough to hold your interest - if you 
don 't like meeting other people, or 
even milling; around airports, then I'm 
sure you wotzldn 'f reject a good 
spending spree at the Las Vegas 
casino! 

RpM 



At thy start of the- game you're placed 
in your grotty apartment on the 17th floor of 
a hotel and given $200 and an airline ticket 
to Las Vegas, Your firsi rank . and probably 



the toughest, is to get out of the building. 

The room is pictured a single screen 
which you can explore using a cursor. 
Placing it over an object and pressing Fire 
may cause you to p]ck H up or i^veal its 
contents, For instance, there's a bag which 
will conic in handy, and lots or objects In 
cupboards and drawers. Once you've got 
what you need yon can place the cursor 
OTOr the door and head out into the 
corridor. 

Each floor has a single corridor: a Lift 
and stairwell on opposite sides in tho mid- 
dle, and rooms along tiiiher side. You can 
move along the corridor and turn around 
using che cursor , If you turn to face a door 
you can ring the bell to sec if anyone's 
home or just try to go in on your own. 

The problem with this leisurely inspec- 
tion is that you've gqE only a few minutes to 
get to the aiiport and had better look lively. 

Heading lor the lift or the stairs you 11 
encounter the main problem: the building 
is full of people you owe things to. If you Ve 
go! the right thing lo give back to them 
they II go away and not bother you again, 
otherwise they'll pe&ter you incesfi^nlly, 

The people appear as head-and- 
shoulders pictures waih animated mouths ¥ 
all Looking like characters from a cartoon. 
They aren't ali bad ior you, buE if you 
happen lo offer them the wrong object it 
might be construed as a threat and bring e 1 1 
sorts of trouble down on you. 

When you manage to gel ro the ground 
floor you've got another knotty problem: 
how to get to the airporl. But I'm sure a 
resourceful individual like you can cope 
with that. 

The aiiport is the second part or the 
game and involves you safely getting onto 
me flight, surviving some unexpected hap- 
penings and catching a bus to the casinos a( 
Las Vegas.. There are a number of different 
problems to salve and things, to do to insure 
success, Trial-and-error is your best 
method of discovery- 

At Las Vegas there are three types oi 
game you can play. Some oilier places 
provide ways of raising more money if you 



get lucky or observant. The games are 
fruit-machines, craps (dice), and a numbers 
game called boule. You'll find it tough to 
make money very quickly on the tables, so 
to make the million you'll have to plug 
away for a long while. 

The graphics in all sections are excell- 
ent featuring interesting characters and 
locations. The problem-solving is most evi- 
dent in the first game, with some tricky 
situations at the .Lrport. The gambling at 
thft end is thrown in more for fun than 
anything else. 1 think this .s better than* 
Wr :? Cruz and moss pfayiftrsahoiild hud A ,■• 
Jot easier to get into. 

BW 

FIRST-DAY TARGET SCORE 

Escape the hotel 



E W S 



► Excellent graphics for characters and 
location*. 

► Good control over the realistic hotel 
environment. 

► Nice knotty problems to work out. 

► Three part? should keep you going for 
a white. 



n 



D 



N 



You may get a frustrated with the 
constant need for trial and error. 



GREEN SCREEN VIEW 

The graphics Jose out here, 
everything* looking rather dull and 
drab, But this does no! seriously affect 
the gemepl&y, 

RpM 



GRAPHICS 



SONIDS 



CRAB FACTQft 
STAVING P0WIR 



A A RATING 





Hr Stone, give Pie back what 
borrrjued frorc rte . 



yo u 



One of the 
wvplaasapl" 
inhabitants of ihe 

hotel 
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PREVIEWS 



WAR 

Marts cti 



This looks like being a very impressive 
scrolling shoot-em- up if one or two Techn- 
ical niggles can be sorted out. Unusually for 
the Amsirad. st's a side ways-sc rolling 
game. This is what's causing the problem at 
the moment - it's loo fast. 

You control a ship that skims over the 
surface of a spactt station, and have to deal 



with alien ships attacking (on the demo disk 
wl 1 saw, they hadn't arrived y#t), 

On the surface of the station am ob 
stacles - be careful not to fly into them. II 
things get too hectic you can always Cip the 
ship over and fly on the other side of the 
station, out of harm's way. 

If the scrolling is slowed down jus! 
enough, and when the alien ships are 
added in, this will be a very fast-action 
game and from a genre which is new to the 
Amstrad. 









IHARI WARRIORS 

BHI 


1 


WERNER W' 

Aftoliiffl 




This is Ehto l a latest conversion of a popular 
arcade game and it Looks certain to be the 
best yet from that house. It's an unashamed 
orgy of violence and destruction that 
should satisfy the bloodlust of any Ccm- 
mdndu players and pre vide a tremendoufi 
test of anyone's.) oystick skills. 

Looked at simply r it's another 
downward -scrolhrig fchoot-em-up in the 
Commando mould, foul il knocks seven 
colours of bruises out of its predecessor. 
You control a Rambo*type character* and 
you simply have 10 battle your way up the 
route ahead, blasting everything in your 
path. The route lakes you over bridges, 
through swamp* and past forts. 

Besides bullets, you're armed with 
grenade s, which have a tremendous effect 
when you lob them into buildings every* 
thing blows up in a muss of debris, taking 
much of the surrounding area with it. Sol- 
diers are everywhere. As you progress 
you'll cvon run into enemy tanks and a 
helicopter gunship that hammers down- 
screen at you, Never fear, though, because 
you can always hop into a tank of your owr. 
and carry on smashing away with that. 

The games graphics are superb: lots of 
colour* great explosions, well-drawn 
sprites, superb scrolling and plenty of 
variety. What weVe seen of the gameplay 
is pretty impressive too: very addictive as 
you blast anything thai does or doesn't 
move. This is definitely one to watch for! 
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Wemer IS a German biker who's appa- 
rently quste a cult figure over there. If what 
we've seen is anything to go by, he will 
soon be pretty pop u lor here too. 

The exact structure of the game* ian": 
cleB r yet, but it involves building a big, bad 
custom motorbike and then racing it against 
some wicked opposition 

The bile e-buildmg seel ion of the pre- 
view disk was complete, however. St a -Lows 
a lot of freedom in what sort of bike you 
have from a one-engined chuffer to a 
kmr-engmed. road- wrecking , car- 



PULSATOR 

Marltich 



Yet another promising game. The preview 
disk here was in a much more complete 
form than Martech's other two. It features 
some very nice graphics and a lot of in- 
triguing and original elements. It's com- 
posed of five levels of 49 rooms each, in 
which you control a sphere. The sphere has 
10 tnd and rescue a Pulsy* on each level 
before moving on to the next. 

Inhabiting the levels are other spheres 
that have it in for you by doing nasty Things 
like draining your energy H disabling your 
gun, killing you insiamty and even stealing 
object* you're carrying The gun will deal 



crunching; wheel-squealing angel from 
hell- Of course, before yen can get down to 
any racing you've got to get it approved by 
the cops, who are a very finicky bunch, 

The race scenes haven t been com- 
pitted but the graphics were on show. 
There were some very interesting bits of 
animation on Werner, He performs various 
actions including running, driving, filling 
up with petrol getting hit with a pie in the 
face, and vomiting in the best possible 
taste, 

Other scenes among the demos we saw 
were an impressive 3D view of driving 
down the road into fog, and a picture of 
Werner holding a joy suck where ho mir- 
rors your every move. 

If these hilarious graphics convert into 
good gamcplay. we could be took mo; at 
one of the most original and funny hits of 
The year, 





TARZAN 

Ylartich 



with Che baddies ii you're quick enough, 
and one object will give you irruminhy for a 
time. There are also siatic cl angers that 
ha™ to watched for as they can kill you 
aa well. 

The Layout of each level ii the major 
problem: it's a maze with code-numbered 
gates everywhere. You need to pas* ever a 
numbered sensor to open a gate, bui 
I ravelling over ii again doses Ihe gate. This 
means you must work out some contorted 
routes through one-way corridors and 
gates while being harried byd various 
robots. 

The gameplay and graphics look ex- 
cellent- This produ<rtioit should certainly be 
finished in the very near future, so keep 
'em peeled for it. 




Edgar Face Burroughs' legendary jungle 
hero has found his way onto computers, 
and as you can see from our competition he 
has no intention of keeping quiet about it. 
Something Martech hopes to put in the 
game is a digitised Tarzan yelL See if you 
can do better and win a great prize. 
The game is going to be in arcade adv- 
enture set in the jungle, ruins and temples 
where Tarzan searches tor his beloved Jane. 
She's been captured by a tribe of natives 
demanding the return ot their precious 
gems Playing the role of Tars&n, 
you've got to get them back. 

The jungle and 
other locations are represented 
in an interesting and attractive 



PREVIEWS 



screen design. Tarzan can move Left and 
righl along paths with picturesque scenery 
in the background, but also with shadowy 
objects in the foreground. This creates an 
atmospheric 3D impression in which most 
ainbiuous Tarzans should be very happy. 

On his search Tarzan will need to find 
and use many objects. At one point he even 
needs the help of a hairy friend. Some of 
these Objects may not be immediately obvi- 
ous to see or to usc- r but you'll soon learn 
when you start picking fhem up. 

The other major feature of the game is 
th£ threat presented by the jungle's other 
Wild inhabitants. You'll need well-honed 
reactions to hght ofl or avoid aU manner of 
adversaries: big cats, snakes, spear- 
throwing natives and rolling rocks. You can 
use combat move* including somersaults , 
kir.k* H21J punches m there's plenty of 
room for action. 

The gameplay wasn'l much fn 
evidence on the demo version we saw. 
bflc&ufifi the various element* are itfl] 
being pulled together, but the graphics 
looked good and the rest promises WtiLL 
Gel your lungs tuned up for this one so you 
can yodel along with the 

apeman. 



Digitize 




First prize 



a loincloth 
a giant python 
a rubber chimp mask 
a cuddly toy monkey 
and a copy of the game Tarzan, from Martech 



30 runners -up 

► a copy of the game 



Your task 

Produce a Tarzan yell, by one of two methods; 

► put a yell onto audio tape, and then digitize it using our Type-in on pages 26-27; or 

► produce a program that makes a yell. 



Send your entry on a tape or disk - a computer program, not audio. If you want it returned, say so and 
make sure your name and address are clearly legible and stuck firmly onto it. 

Post to "Tarzan comp", Amstrad Action, at the Old Bam, Somerton, TA11 5AH. 

Entries must reach us by 18 December 1986. 



The Latest Sn^ h Hit 

KONAMI 




Screen shots Irom Arcade version 



Coming Soon for 
SPECTRUM £7.95 

COMMODORE 64/128 CASSETTE £8.95 DISC £14.95 
AMSTRAD GPC CASSETTE £8.95 DISC £14.95 
MSX CARTRIDGE £15.95 



Available from all leading retailers and 
in case of difficulty send cheques or 
postal orders to: 

NMC LTD.. PO Box 67, London SW11 1BS. 
Tel: 01 228 6730 





S£J£ «f Aftershock tf H££uk, ^„ 1M. ft* 




Leather Goddesses of Phobos 

Info com/ JLctivision, £24.99 disk only 

The time: around 3a.m. 

The problem: a dozy Pilg has just awakened, his nostrils 
Oaring with the hideous scent of mothballs, subtly blended with 
the aroma of a pizza thai has matured for months in a public 
lavatory. 

The solution: crawl under the bed-clothes and - Yes! 
There's your Leather Goddesses scratch VsruEf card scnunpied 
up under the duvet. 

Yes r my fellow Pilgs + this ganu? has a real scratch VsnifE 
card for yo-u to gag over. It also has just about everything clue. 
you'd look for in a brilliant adventure. Tricky puzzles, brilliant 
text, a whopping great pricetag, disk-only specification, and 
best of all, thr&e playing levels. 

Playing levek? Yessir! Tame (yawn), Suggestive {hmmm...) p 
and Lewd (ye gods!). And in a game where you must escape the 
clutches of the maniacal leather Goddesses who are intent on 
using you as an unwilling experiment in their hideout investig- 
ations mto "How to lake over Man (or Woman) Kmd\ you'll have 
plenty of opportunity for savouring all three. 

The baaic aim of the game m to collect a number of objects 
which range from a length of hose to a copy of the Cleveland 
phone book - and thereby construct a machine which will 
destroy the wicked LGa and save your bacon. Tis not an easy 
game, but 'lis beautifully logical m construction and like all 
Infocom titles worth every penny of the rather elevated price. 

ftealiy this game is so good that 1 don't know what to say 
next. Should I tell you about the lime 1 got turned into a gorilla 
and locked into a cage with a female of t hat species? Should 1 tell 
you aboui whs I happened when I H being in the company of the 
aforesaid lady gorilla, selected the Lewd level of play? Nb p I 
should not. 

Or should 1 tell you about the brilliant touches of pro 
gramming the selection of your sex, for example. If you enter, 
at the beginning o: the game, the LADIES toilet, you are 
henceforth female. If you chose the GENTS, you axe ,., well, we 
assume you are. 

Or should J tell you about the humour? As you struggle with 
the Mad Sciential who i» about to strap you to the bed and carry 
out some fiendish experiment, you type in desperation; "KILL 
THE MAD SCIENTIST v And what * the response? "ReAu 
Aaaaaghghghg ! 

Or should I inform you of the painstaking attention to derail 
hi the (ordinarily) unimportant responses from the parser. For 
example, you try to TIE HOSE TO SWITCH. Well, you can't - 




and in any ordinary adventure you might be told - YOU CAJTT 
DO THAT. In Leather Goddesses you get! 

'You've tied the rubber hose! In the third quarter, with forty 
seconds on the clock, the score is rubber hose 17, player 171!:! 
But seriously, folks, you can't tie the rubber hose. 1 

Wtsllp seriously 1 folks, fcven if you can't tie lite leather hose, 
you better go out and add this one to the collection. It's not only 
very amusing, written by Steve Meretsky of Hitchhikers and 
Sorcerer fame, packed with features, brilliantly designed, and 
complete with seratch'n'txulf and 3-D glasses - it's also quite 
disgusting, and all in the besJ possible lasle. 



ATMOSPHERE 


9 


1% 


INTERACTION 


9 


3% 


CHALLENGE 


9 


3% 


AA RATING 


9 


1% 



After Shock 

IiiEi*tceflffr a tBM GUI, £H.9 ; i disk 

This game was previewed by the Pilg last month but a bugged 
copy prevented mc from getting very far. Now interceptor 
have kindly sent me a working version - how does it play? 

Well, not quite as well as Fd hoped, 1 have to admit, though 
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Based on Aide, UCHI-MATA, is probably 
the rnost advanced and chaBengtag 
martial arts Simulation to date. 

Ali the skills 'n 1 spills - without the bruises!!! 



Commodore 64 1 58 Cassette £9.9S 
OiSCt 1^-95 

Spectrum 4& 1 ^ft Cassette £fl $5 



Amslra<J 464-664 '6 1 
Cassette £9 95 Dhc£13.9S 
rt£K Cassette £9,95 




morlech 



Technical constptant,, Bran Jacta, 
comple^g. a successful UC1 II* 

OOt Crf the. rfljfijf e£5Citin(9 
throw) irtCorpof tftetf in fhc <**irie 

Mafteeh h the festered trade mark of Software Communicaftoris limited, 

Martecri Hotr&e, Say Terrace, Pfcvemey Bay, East Susset 6EE 

TftADE ENQUIFUES WELCOME PHONE: ro^3: 76A456 TELEX; B?&3?3 rtartee G 



Brian Jack? received hi* black bell; 
1st Dan, when only IS. He fa now 
a 7th Ban, an elite world group 
Hawg won the British 
C hHmpkmhip eleven time^ the 
Open Cranrpton^hp five tsmet, ttie 
iuropean Cpumpionship four 
fries and an Olympic Meo^i, rie is 
one of ihe most knowledge atek 
and foremost exponents of Judo 
ei the world. 



ADVENTURE 



there's no doubt that the graphics (and the animation in 
particular) are superb. Chimneys billow smoke over the shat- 
tered city, tankers spul oil. and although the pictures, are 
spread rather few and far between, they do add enormously to 
the game, Interceptor have really made their name with 
graphics and this game certainly isn't goitf-g to damage their 
reputation on thai #core. 

However P after you 1 ™ been playing for half an hour or so, 
certain weaknesses in th£ game itself begin to appear. The first 
is the extreme fussiness of the parser, which makes itself felt 
right from the beginning of the game. Take this for example; 
you are caught in a lift and have discovered a panel irt the 
coiling. Common sense telle you that to escape you need 
somehow to climb through the panel. Moving, lifting, and 
pressing: the panel have no effect you have to REMOVE 
PANEL and nothing else will do. 

OK, a bit niggly, but not too bad. But then how do you get 
out of the lift? The panel's invitingly open, but if you enter UP 
you're told you 'can t go in that direction*. Tfor can you CLIMB 
THROUGH PANEL, or GO PANEL, or ENTER FAISAL, or LEAVE 
LIFT, or GO OUT or whatever. You have to CLIMB OUT OF THE 




LIFT and noting else wilj do. Now that strikes mc a little 
hard, and part of a general feeling of weakness in the design of 
the parser and the vocabulary that also means, for example, that 
you can't GET objects - you can only TAKE them. 

Interceptor have gone to great lengths (o answer criticisms 
of their games - especially over the short location descriptions. 
Certainly the descriptions in Afteishock are much longer than 
prevjous titles from ?r.;s company, but several of them give the 
impression that they were not written by an ir*sp:red author, bu* 
rather by someone who kepi saying to himself. Must have 
longer descriptions!' and sometimes the length is achieved at 
the cost of the style. 

Similarly, although there are lots o! objects about, not many 
of them are worth examining; in fact most of diem are of no use 
at all in the adventure, This could be a good point, in that the 
player has to work out which is needed and which isn't - 
especially since you can't carry much - but it would be nice if 
they could have more complex roles to play. At one point you 
can feed the animals in the aoo - a nice touch, but there aren't 
many more like thai- 
Howe ver. there's no doubt that Interceptor have chosen a 
good plot idea and the atmosphere of the game is at times quite 
excel. ent - especially when you enter the reptile house at the 
zoo, After playmg Leather Goddess&s, a game like Aftershock 
seems terribly limited and one-dimensional - but that, sadly, is 
a cnr.cism tha! could be made of most British adventures these 
days because o: our continued iuliar.ee on the limited cassette - 
based format. Aftershock is up with some o! the better 
□samples, but let's face it; the standard, with one or two 
exceptions, isn't that high. 

Perhaps you think I'm being over-harsh. If so, please play a 
few inlocom games and then write and tell me what you think, 
Even more worrying - play Interceptor's Her&&£ ofKarn, which 




must be all of two years old and then ask yourself how much 
things have improved since then? Personally I d rate Jfe/oes of 
Karit over Aftvrshock any day, even if only for style and 
originality. What da other readers think? 



ATMOSPHERE 


20% 


INTERACTION 


62% 


CHALLENGE 




AA RATING 


69% 



Return to Oz 

US Cold s £9 .99 GMii El 4.99 disk 

TV and Hlm tie-ins have been all the rage in recent months, with 
JVever Ending Story, and arcade games based on everything 
from Supermm to Doctor Who. For the most part theyVe been 
pretty dire, but the Pilg had high hopes of ReHmt to Oz since it 
bears the prestigious Disney seal of approval - surely the 
descendants of Walt would not put their name to anything less 
than awesome? 

Hnunm ,.. Well, the fact is that this game is pretty ... er ... 
Mickey Mouse. The Cowled Crusader polished it oil in 33 
minutes, which is my current record for solving a game from 
scratch. But before you pass on to the nest review in disgust, 
perhaps you should ponder awhile some of the innovations and 
interests of this little gamette. 

Return Id Oz requires no text input whatsoever. At each 
stage of the game, the bottom of the screen bears a menu Irani 
which, using a combination of the space bar and the Enter key, 
you select one of six options These are LOOK, TALK, SEARCH. 
GET, LIST, and LEAVE. 

The aim of the game is to make use of these options to move 
from one screen-location to another and return to Oz, where 
things are in a bad way. You must restore the rightful Queen of 
Oz to her throne, destroy the wicked Nome Kingn and outwit 
other nasties in the process. 

The game system works very well, given its limitations. For 
example, you press TALE and on the screen a little square will 
pick out one of the characters present il you can talk to him. At 
this point it's worth pressing SPACE to see if the square flips to 
any o: the other characters displayed (:f there are any). If it 
does, then you can choose who you wish to talk to by pressing 
Enter, 

Sounds good, but the actual gameplay :s very Limited. 
TALKing. for example, sounds interesting but in facT simply 




means getting occasional helpful messages from other charac- 
ters. The ofter commands are similarly efficient in their 
operation and selection, and similarly limited in the effects they 
actually produce. 

There aren*t very many puzzles in the game, and most of 
them are solvable provided you have the right objeci with you. 
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Since you can carry all the objects in the game simultaneously, 
and since the program obligingly tells you which one will be 
effective in each case, you don't have much problem here. 

Return to Oz could have been a very enjoyable game for 
younger players, but J wonder if it isn't just a bit too limited. 
Certainly any Pilg who's done even a modicum of nd venturing 
would find :t very simple fer^_ The blurb that comes with the 
program says. 'While the story closely follows the plot of the 
film, it has been necessarily expand pd to make the game more 
playable and more oi a challenge.' If that's the case. I'm gSiic J 
didn't bother to see the fihr.. 



ATMOSPHERE 


40*A 


INTERACTION 


50% 


CHALLENGE 


8% 


AA RATING 


28% 



Not* month ^ m <*e » 

arid in 0 ^ ~ ^ hv s i e p well go imuL ' either m 

So stay toi^Q^ °^ rr r--- -;a'.. .^"!.7TT7^^^ 

Charts go bi-monthly ... 

3r. order 10 give us more apace in future for reviews and other 
essential items, we'll carry the Adventure Top Ten in every 
other issue from now on. What's more, this will give you all a 
chance to get your votes in and possibly qualify [or a free game 
as one of the legendary Lucky Pilgs- Don't forget to post off the 
form each month to enter the draw, and to ensure that your 
opinions arc reflected in the Pilg's Top Ten. 



Trj the Pilgrim 

Amstrad Action 
The Old Barn 
Som erton , Som erset 
TA11 SMH 

My favourite three adventures are: 
Game 

1 




Company 



The reasons Lot my first choice above are: 
The free game 1 would like if I'm a lucky Pilg is: 
My name; 

My address (BLOCK CAPITALS ONLY, PLEASE) 



Clue Cauldron Special Jfifexifflla/ 

This excellent game was originaLy released on The Spectrum 
And has recer.My been ;ssues as a budget title on Iho Amslrad. It 
has some excellent graphics (small bat perfectly formed} and 
some very unusual twists. The g-ame: was always one of the 
Pug s favourites, partly because it is quite tricky, and partly 
because of the extremely ... well ... odd creatures in the game. 
Here goes then with some vital hintsVlips, 

Ask Ogeron for the Black Knife - there's no need to kill him. 
Dig in the sand and then listen to the shell. 

When you go paying social calls to DZ make sure Timandra ia 
with you. 

El va can make a longbow with the right knife. 

To enter the castle, rescue someone, reunite him with an old 
fnend, Then go to the casKe and wait. 

Saying 'Kentilla brings you your sword. 

The large Urga-Maul should be searched twice. 

Check in the scrub near Grako p s tower for a boat. 

EIxm is good for carrying things. 

With creeping shadows, green is OK, red is not 

To kill Grako. hit him with the siaff three times, rhen give it to 

him. 



Clue-sniffing 
with the Pilgrim 



I 



Heroes of Karn 

Oil die chest before opening it. Deliver jewellery etc io the 
cottage. Orion takes you places. 

S&abase Delta 

Enter 104 and 199. Stick button in with chewing gum (chew it 
first i. Spot d:sk with telescope, get it with magnet and line. 

Secret of St Brides 

Type PLANT and see v. T hat happens, 

Robin of Sherwood 

To escape from jail: Go shoulders, grab ankle, strangle guard, 
search guard, get sword, undo bolt with sword, open grating, 
go grating, go door, go battlemenis, go door, go right, go 
window m 

Adv&nttir& Quest 

Balrog wont let you pass with the sun stone, so cany the sword 
and stone and smite the bridge! The vampire objects to onions. 
Cool the Dragon's heartburn with something cold. 

Dungeon Adventure 

Create a slippery problem for the goat The poppy will help 
you get past the music. 

Pilg prize idiocy! 

The Pilg has to apologise profusely ?o one or two prizewinners 
who have yet to receive their prizes. A house move and two 
office moves have plunged his persona! papers in^o even 
deeper disarray than normal and some addresses and details of 
prizewinners have gone astray. 

PLEASE... If you have won a prize t either as a Lucky Pilg or 
in one of the Cowled Crusader's competitions, and have noi 
received it, then write to me at Amstrad Action, with your 
envelope marked Pilg's Priz* Dept. 1 will then ensure That your 
prize reaches you without delay, 1 know that in some cases this 
will have caused many of you inconvenience and disappoint- 
ment, and I apologise most profusely if you were one of those 
affected - just get me your addy! 



i 



HEROES 
OF KARN 



flAGIC (i(«NON 
BAT 
TIKV PLANT 

S GIANT CLAfl 
£^ POTIONS 
— SILVER FLUTE 
j SONS-BIRD 
BOTTLE 
3 CARPET 
N DAGGER 
PILLOW 

com 




5CRFTNT 



LIZARD 



FROG 
fgj POO OF OIL 

^ DIAMOND 

^ SPIDER 

O- MANDOLIN 

pfTl WATERFALL 
SAPPHIRE 



as flAp 

MH WICKER CAGE 




CROWBAR 
SHOVEL 
PMEDNIX 

SILVER CROSS 



up TO 

X,e*iTS 



UP TO 



Lords & Ladies of Adventure 



Com-pennon: if nsct up SO M* Who C*n pel Uvwx umei into ink List a\ ximor: al beings 
WtM fciTt ventured tonh inro dutcrtr and ntornod to raU Uie tale. Don'i fo?^i you want 
to help c;hOrt efXO ftleJCe- friends in lhe pr^oti, than drop mi * partcud wilh your nun* 
ind ■ ddrcr* ,irv:l », Li*r o1 ijiitiM you ve ™r.plelea. The AigJveo-.it Doe w;0 l.' esi conusor 
>vu !w iiiduHori Don'i toroje-t 10 Includo your phono number if you wish bu* bear m mind 
Lh&l y ou n*y nnm iwy caJl£. ac ctusek wn>, onher memberi of your hoo*ftl\o1rt *(rH 

El you -r* contKlmg a Lord 01 [*idy of Advcinaxc Ihcn pJeaio rsriember to include a 
Mlf-Addrmod luunpad m*v*tept ox. if you'i* telephoning, w ring tit rc«mr.abla J-.wi 
*jid jipf H three o'cJock li the morning! 

Lord! nod LnriAe*. en ir.e other hand, p]ea.te rent^u^i uuc by en: ertnjg your nimo in 
till* column you it* afltnng to help yaur feUowt, d^nl patiently nnd efficiently with ihou 
onquujtri you mJL bo rowudod with Irkendtlup and - who knows"? - help when you 
youTitlvef Mt4 It. 

Whrtord, Noroaa of Karn, Jrw&le of Babylon, Fore at at the World* End, M*ta*pa> Jtam 
Andromtda, flown to Eden, EmtraJd ttie. Lord* of Titiw, Snowball. Smugglers Cov* 4 
BravpnFnw 

Andrew W*Lion r I'LnW Kilt Cetlefe, Ore, JIUerteT, M^dMfleld. CheihLro, SH1Q 

Lord eUTflc flj'flT*, ttoJabj'*, Moror tfjidj'n g S'ory. Momg* irom Andromeda, for*** at the 
WarJdjZRd, Jewmls of Babylon, CretrnLne 

FnulJlflJMWflyi SI Dent FleO* t ClealOr Moor. Cumbria. CA25 3£T 



r.Ti^rarrf FflJfl. Never Ending Sivry 
Graham Foraberlon. 3? Hague Row, Park HU1, Sheffield, S3 5S A 

r::-d i l;;/ jf tt r 0f, - ^ i^cr, fcwciM oi fiJiSJC^rJ FmeraJd Li!*. War.'ori. ffc-.O:,-- fo C"-.f^l. 
^flfni ill Pdtadwv. J7#cf ?4w;t. &m*\c Adwniur^ Moid&ns QvBst, Dun Dasach. Maiapott 
Tin Ounuy, 10 Gurwf n A v ena*. H*on-dwafid 1 Melldtf □, Preahairnj Cl wyd, BJ,R 

Hi*! H&bbil r iWlfi ^n^rffMn Vxllcy> W^mj &f iC&m, Cis'Je 0/ Terror. C^iJNW/ C"o. 7?r« 
Woilt, Somroi of C^ymoraiw C*wJ#, J^>«rf a' ift** Xtwtt. Qitdtt for tfte Haff CraJ, 
Mj0HCUrttBii/. /C#,"ufn 20£tfcn, ShowluU. Worm in Paradise Secret of Si Bride*. Very Big 
Car* ArfiwifUF#, Lordf ot Turn*. f^waM iatfr M&t tfvoih Prtee of Magick, SaabaMti D*Ha» 

Phil Symondt. 29 Dflliilh Clo-ie, RAundihiw, WalllngE^ii, Surrey, 

Sutmtnk. ShAu* C*!ia 

Mnrlin Cole*, Zi Cheitnut Walk, Enh^pi worth, Briita^ BSI 1RJ 

Return to JTdo/1, Worrr 10 Paradise. E man Id Isfe, Hob-ten \ Lwidi vf Mtdnnjht, Substnk 

CoiotMi AdttMurtr. Formwl M Jftp ^f. j qLp £zt^, R«d -VTmj:, M?Ma?T -fro^t 4^oTro7n#ciii 
Horoai of JL'irji 

Aird, J H?+ Sromfard Hn*d, Hodge Hill, Birm, Lnghim, 1U BUR 

^flfitiWoovt. /fflJWf 4^|fem. fltiijf^ii, Me^rtSTtfiranl ^Ji(Jro-J7iKffl . Seabti&a Dili* 

Chila Eg pher £ng , 44 Jlmnei Hoed, London, SWI1 ftAA 

EnJt eVi* ^OfJJv. ^dv«nrur* Qutai, Spyirek. Htinchb&oJi ArfYexturQ. ftlindahidGW* SQillt 
of Darkon 

GiftJlArft Wliooler. I Burford Cleie, Southdown, Beth, JU*n r SA2 IfF 

Lerdt ct Midnight DoomdaikE Revsncja r Red Moan, Mordom a Qu**t l The Boc*eit, Qunf/c 
Advwnrifrw, Heavy on Lhv Magick. Wvrn\ j,i P&radisv, Rc&ol Fiaxvl, XentUla, Scabaja DatfiM, 
Pf* Kam TarrsrniQlinGM, Snowball, Lords of tima. Valkyrie? 17. Km Ttilogy, 
Shorlack, Hampaiead. L&rd s{ the #mpt, $o\Mt of J^iriOM, OlnttrJlll*, Robin of Shawwotfd. 
Robm Qf$har$G£k t AH tnmrf9pwr JSftt*t, Spellbound. Hulk. Sprde-rman. flePurn Jo Sdvn 
D*nny CL«gg r 2 SpetLend Tgpi, CuE9«me, Keehdmle, L«nct, OLI2 7NX 
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Footbaler of the Year 

The game to as%er twri mytood Awr -ihettaret 

IQ Tjfci ^ &ft*Yl^lX*M4*Art Stolen 

rarg h ytoi podNh to botafcg 
void » ijojfcrl Aik^t frtibitord ppe» 
kaiCi-ia tatbifcr wd deadly c WW 

dayl, Irarcfii dra aid nr_res 
De^Ary yru bfcrla In Fflcfcai 
Lta^,i i LF A, F A rtdfthdp 
p« rd twi if you're 

of joiirvvriVi.s.JUs^- 
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km First Division 
iants and opted to 
stay with Rovers. 
This promising 
k c* ntre- back has si g r 
,v ed a new contra 
t. team manager D 
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% today, 

Derek ' 



rough 
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Footbate of the Year 

C16 + 4 WSX Spectrum 4: 

,£6.95 £7,95 j 

Aim^rad- RBC F-tectron 
Atari CBN 6*128 



■m 1 1" he 
Jttl him. 



k whfcb hit 
V>rn uia^ 



Awnger 

CM+4 CBA64/13 
3X Spectrum J 
Ants trod 

v £9,9! 
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ffn could t» °" the mv^, 



i ill h K" %| 



colltctcdP 

r 

Jfc ^ aiter new 
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His depcij cL 
end of iifi crgS 
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'■^TnartablejoornL 
which has made tl 

tarn player cheekily 
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FSnst i*w 

iradauic h*Wch ^ 
you hod to prow ygur \ 

t NnA Ttoi you h« Co V 

pmf yoi ILpnrrf rtifrtal \ 
% tie Tqtf Up ^AitflflV, 

«4 flta ft Sodt^ town VcwhUf 
swan c the Qo4 tt*w tM you «t Mf^i 

dHTi vtiai ycc bcspi, lit Eni Ctfrffcl « f* GfHI 
Khv, GgtxJ Llktl. qrrif Ite bfpt huud «i hjww. 

Avenger (Way of theT^erU) 



Availabl 



Wayol 
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£« 



Thing on i 

Clll 

£6 1 



Gremlin Graphic* 
iHouie, 10 Carver Street 



ble Nov 



OF THEIR TIME 



0 



T>Lfder rtj 
CwunkiwnMa 

ney t\ai mi one tor 
Iwthcatod klol te^ pal ngjt 
4K*df^ tht rnlts chttms of 
doon tirf tar to md nanctfw 
KMra of n|rHoy, Squni f-d, wi 

you jump ndsmida^ Hup i kwi qe m 
th* dock Si dfe qud&jgg conptae ygu talk 
the rvgher wi btpu bo&aCBH Wanton** 1 , 
mazing 2 jtaAeneout jcnc tastrad Dbc 
win ccrbifufln hdiitft 
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The place ... the deepest, tortured 

The plot ... to attack your senses with the finest 

to the ultimate test, turn youfl 
Youi reply ... keep your cool am 
Are you capable of mastering the most exciting: 



•JPtawiei rflBr 'ESff?** <* *e food SVt 



r" 



,1- 






the Earth pilar to rhc 
k are r«4*rniuj? io 
(jntsr. from i 



XEVfOUS 

Winy inn* n%ft P an advant 
ci vilim Inn v*k forced to ev 
kt Agt, Now, these Xtvioue; 
reclaim their bcriiaRC tkftiugji 
lomrob <rf wur Salvalii supti jrpatccnrfr, you must 
defend the Earth from takeover ny ih* Xevtoos invaders! 

In the event of youf wviving wave liter wive of enemy 

omUtjghi >ou will tfifcfluntfr the urn trolling force ttf the 
Xeviims oftewsive* ibc Audnt Genesis Mother Ship! This 
is y«t goal A dirttt hit to her wihri. reactor tftfl 
dibble her, but do bo! be lulled into a fafce wnse ol 
m: auin . Xevious farces will toon rc -appear to renew 
their attacks with mcreast-il di ccrmirvukm! 






Bob Wade checks out your tips, pokes and game- 
busting ploys, The best ones could win q entire issue's 
A A Roves! So why not send YOUR latest gem to: Cheat 
Mode, Amstrad Actfan ¥ Somerton, Somerset, TAll 
5AH. 

Powerplay 

Tony Hoyle of St Amies and Neil 
MacDougall of Bristol have both 
come up wtth pokes allowing 
you to examine the pre- 
prepared question fi:es on the 
Arcana game Just type in the 
hating, rewind the tape on side 
2 and rum the listing. Once the 
compiler has loaded, you can 
load one of the quiz files pro- 
vided and examine it. 



if mm H1FF 
2t LWJ'ccipi ler B 

31 POKE W289,W 
» CALL 




Killnpede 

Th:s Method 1 poke from Shaun 
Bourne of Oldham gives you an 
awful lot Of lives to blast away 
those insects. 



t0 mm uufrniE i:iohe 

R 24 

20 INK f f f:lNK I ( 2fi:IIK 2,24 
h INK 3 6 

38 CLS'LDUVsEr-Hi*, 11010 
40 LflUVkjIHix.itj' 

50 border mink 1,1; ink i,r: 

INK 2,1 SINK 3,1 

£0 LMlVkill.say'.KHN 

70 POKE 14*14,0 , J 

80CALLW963 C"/ 



f 23,36,46, 23 

40 DATA 36,32^1,14,^,21,55 
,01, 36,1:3, 23 

50 im 36,37,23,34^,38,37 
f b4,c3,3i f fl 

60 DATA 2l 1 ba l 3c 1 3i,c3,23,34 
,45,23,3*^1 

70 DATA 1:3,^,32^0,23,30^5 
,21, 9c, 4a, 36 
B0 DATA 

,21,56,73,36 

90 DATA 00 ) el ) fb } e9,c2,15,4c 
,3e f 17,£d,91 

110 DATA 4],c4,4M*,c3,Bf,4 

1,21,76,36,36 

110 DATA c3, 23,36,00,23,36^ 
e. 13,10, % 

120 y-0:N£rOJT 12000 

130 FOR x=L0E00 TO WllVm 

D el 

140 i*«ltV*KMy-j*i 
150 POKE x,i:KXT 
161 IF y<>fc29F2 THEN MINT ' 
Data error* :EV9 
170 LOAD MlrwU* 
160 CALL leB£6A 



Thrust 

In addition to our playing guide 
(in colour - Hip ahead a few 
pages) Phil Howard has come 
up with his own nifty poke. It's 
entered using Method 1 and 
given you an extra new control 
over your ship. When in flight 
you can hit the Ctrl key and it 
slops the ship dead. It doesn't 
siop the pod if you're carrying 
il, but controlling it is much 
easier once you've stopped. 



Alien Highway 

Another cracker from Phil Ho- 
ward which de-electrifies the 

road edge in the Vortex game 

to make ntaitoeuvering a lot 

easier- It's entered using 
Method 1. 



10 DATA 32, 46, 32, 3a, 32, 3?, fe 
,56,28,02,14 

20 DATA e9, 95,21, 3a, 01, 36, c? 
,23,36,26,23 

30 DATA 36, b*, 21,76, 36, 36, 32 



10 DATA 21,63,11, 22,al, Ii,c3 
,40,99,21,(2 

20 DATA 39,36^3,23,36,5^,23 
,36, be, 21,40 

30 DATA 00,i5,21,00,bb,l5,e3 
,b7,39,c5,21 

40 DATA 75,02,36,85^1, fl,« 
|C9 

50 m x-lKH TO UE69 
£0 HEAD 3* 

70 POKE * ( MU*s't*U 
88 NEXT 

H NEWT 12111 
100 LOAD'alien hi^f 
110 CALL UE4t r 



Heavy on the Mcigick 

Mike Keamaid of Colwinsion has 
some tips for anyone stuck in 
Gargoyle T * animated adventure 
on how to deal with all those 
doors. 

Doors are opened using 
keys, gold or a password- If a 
door has a table near it a key is 
required; if a cable and a 
double-0 sign, gold ts needed: 
if pillars with skulls or wolves' 
heads, a password has to be 
found. 

Rooms requiring keys have 
names like room of Pride and 
room of Claws. These names 
march star signs found next to 
The keys, For example Leo the 
lion matches the room of Pride 
and Cancer the crab matches 
the room of Claws, 

Elemental^ are a problem, 




-GOES 



as ihey block progress or guard 
useful objects. To obtain the ob- 
jects a replacement has to be 
found, A pellet is replaced by a 
ball, an egg by a shell, arid a 
nugget by a nougat. 

To get past the fire you 
must carry the salamander 
clasp- To pass the hydra you 
muss have the snake clasp- Mos * 
monsters can be dealt with by 
blasting but other larger ones 
require art object to kill them. 
Use the mirror on Medusa* the 
pellet on the slug, the skt on the 
Cyclops, the garlic on the vam- 
pire and the nugget on the 
werewolf. If you run tnio them 
without the right object the only 
way pm is to iraittfu** till you 
have 99 stamina points and then 
continually freeze them* 



PoUe methods 



Here is how 10 input the major- 
ity of Cheat Mode pokes. The 
instructions for each poke tell 
you which of the two different 
methods to use. If you have a 
664 or 6128, you'll have to type 
| tape before typing either 

Method 1 

Make sure that you've re- 
wound the game tape lo the 
beginning. Now type in the 
poke listing. Then type RUN 
and press the Enter key. 
(Don't use the key marked 
CTRL or Control; that would 
stop the poke from working,) 
Press The Play key on the cass- 
ette dock, and then any key on 
the main keyboard - the 
spacebar wiU do nicely. The 
tape should now start to play 
through in the normal way. 

Method 2 

For this method, you have to 
skip the first bit of the game 
program. 



To do that, start by re- 
winding the game tape to the 
beginning. Now type in the 
listing. 

Then type CAT and press 
Enter. Start the tape by press- 
ing Play and then any key. 
Then watch the screen. 

Alter a Little while you'll 
ge t the message 
Found i?i wt* t h I ftiocfc 1. 

tl doesn't matter what the som- 
ething actually is; this wilt vary 
from one game lo another. If 
the instructions with the poke 
just tell you lo skip she first 
block, you should stop the 
laps here. 

It ihe instructions tell you 
to skip several things, stop the 
tape when the Found mes- 
sage comes up for the last 
ihing you're trying to skip. 

Once you've slopped the 
tape, press Escape, type RU\ 
and press Enter, Now press 
Play on the tapedeck and any 
key Ocn the keyboard to start 
the tape running. 
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After years of negteerrnany strange and 
da ngerous life-forms hav* infested Anton. The 
hj el- rod* SO essential to her irocftvatiori have 
been taken from tfie Power Chamber and lost 
in her web of decks, chambers and rooms. You 

must locate Jhess and return them to their 
correct taxation. Many dangers lurk: around 
every comer. Radiation witf penetrate your 
ACTIVATORS outer skin. UrM is limited 



1 




FUN FILLED GAME 



Virgin Games presents ihe i^ircl fqnfoitie tamp* lal ion in the NOW (tAJHtil series 

best selling full pfico gafli^s on one Tape far lh# price of on* fuH pnce new onel 

HOW ttJUH M 1 i a a widecholca of high quality gjqfnei Hie whole family canon joy. 
Avgj laWe far gOMMOMMl IPKlltilM 48 a nd AJWftTR AD C*C 



NICKF 




PLAYS TH i 



AW Gamrt 

J" hit beoutifdly pfcwnlud vTukslion l#aluW£ 900 Kilting sewfli of OWtFvS^fffid 

over fhe 1® holes of lhe Royal Si G^orge^s-eiaurse in Sandwich. 




_ 3jMf uJjy dt 
^Hkports yoir to a land where &v < I r i i- ■ . S i 



VjreiflGami 

aaW '«eal graphics and gam* play 



CODE NAME MAT II 

Dofmrti 

tor* the Co plain of Centurion II in Ihi* exciting shoot-Fm-u-p Your 1 hip 
jhiddsand alrackina system, bat you mail dec kd* the best sj 
the attack I hg Anyon cf oft. 



53^^. MifcfQ-Gee 

■ 9 mytga Ifffrtf cartoon, g rgph 
human i U fee you* ■ ngenu ity lo gel the gy n y wyr* i ana" uncover Ihe com! 

wages eafe, 

VIEW TO A KILL 





i and me power of good reiloi 




CHEAT MODE 



Jack the Nipper 

We've got bolh disk and tape 
pokes for the Gremlin game, the 
disk version corning from our 
own RpM and the tape one front 
Phi] Doherty of Luton. Typo in 
the djsk poke and gave it to a 
separate disk - not the game 
disk. Orce saved you just need 
to run ii and follow the on- 
screen instructions. The tape 
poke* is entered using Method 1< 
Please note thai the disk 
poke actually writes to your 
game disk and alters it, so en- 
sure the wnte-proKscl lob is off 
or the poke won't w^rk There 
is a check m the program that 
should slop any errors m the 
data getting through, but you 
should be very careful when 
typing it In. 



Dish version 

II ' 

31 ' .fee Write f rote: I 
Rust Ii 04* 

31 ' Otherwise The Polrts Ca 
Mint Be Efltirsi 
41 ' 

50 BQ5E 2: BORDER f:IHK 0.0:1 

KK 1,24 

m w t=iiNf to \\m\mi 
ii'.Wl t.YALcfc'+aSJ 
70b=MUAL( , a , *a*1:KXT t 
81 IF M) 1*149 THEK PRINT'ER 
W. IN in 1 1 STOP 
n tmV Insert JACK THE KIP 
PES lis: into drive A aid pr 
ess a ley...* 
]» CALL CALL VUU 

III MMT'IirfiaiLt lives IT/ 
U ?' 

!20 zt*lKEY*:IF THEN 
12f 

I3f z0=UP»ER*lrt) 
141 IF 3l=T THEK PUKE UK 
6,K3:PCICE U04C,0:GQTO 291 
1M IF ?$=■»■ TMEH POKE k!M 
MCZlPNE ll«4C r tCI:60T0 31 

i 

161 LOCATE IMPRINT CH9M7) 
171 GOTO 121 

m PflNPPress A Key Uhen R 
eady To Play Gaw,,.* 
191 CALL tBBI3:CAlL ItUttiC 
PP 

W DATA 2l,95,lI J CD,l4 ) BD f 2 
2,ya 1 i0 1 2l 1 ?9 1 lf,tt,D4,BC,22 
,9A,lf 

211 DATA lfi,l2,2:,9D, 1I,C3,I 
6 ) IS,3A t 93 t lf l AF,CS,ES f ]E,ll 
,31,90 

720 DATA U,57 p F l 96 i ifi p El ( C 
1,11,1,2,19,0,79,32,93,11,11 
■E4.3E 

731 DATA 11,32,93,11,34,89,1 
S J 3C l 32JD J Ji i Cl J lI I I»2,3E,C3 
2I.4E 

41 BATI 13,77 ,31,11,21,01,2 
^T^SE,!!,??, 23,31,11, 77 
,0&,02 



251 DATA 21,93, 10,05, 04, IB, 3 
A r ?l ( ]MF,C5,£5 ( lE f II p 3A,8F 
,11,57 

761 DATA DF,9A,10,fl,Cl,ll,0 
l,l2,19,fC, 79,32,91, 10,if,E4 
.3E.il 

270 IATA 32 J 91,11,3A,SF ( 1I,3 
C,32,^,1I,C1 I 10 1 D2,C9,I6,0I 
MM 

281 DATA li,ff a l],«ff,84,«0 4 i 
1,17,85,11,11, 07 } If ,00,00, IB 
01 If 

mmt hiss, 0: poke 41157, 

frCALL 1 1018: GOTO 190 
300 POKE 1 1053, If A; POKE 1105 
7,UF:CALL Hill: GOTO lBI 



S7 



Tape vers Eon 

10 MODE 1 

20 HEHORY 40959 

30 IATA 175,51,10,32,62,4,51 

,19,32,195,1,1a 

40 FOR 1=48640 TO 4865! 

51 READ z 

69 POKE i,z 

70 NEXT 

30 LOAD" 'nipper* ,40960 
90 POKE 41049,190 
100 CALL 40961 




Monty on the Run 

Phi) Howard aga:n, folks, with a 
Method 1 poke for Gremlin's 
platform/cxpl oral ion game. 
This one gives you a whole 
bunch of lives again - what 
more could you want? 



If BAT* 21 l bVc l 3*,b7 F c3,e9 
,32,21,0}, 42 

2.B DATA 36^3,23,36,07,23,36 
,03,21,41,01 

30 DATA e5,21,B9,03,e5,c3,4l 
,42,65,21,36 

40 DATA 02,34 ) 05,tl,fi,f3,c9 
50 FOR x=t2E9 TO 4310 
61 (EAD i% 

n POKE t,VALtV*a*) 
?0 NEST 

90 fEnDRT L2000 
iff LOAB'iant* an tile raa* 
III CALL lr2Fl 




The Apprentice 

This poke for the Masterrronic 
game comes from. Nicholas 
Pavts of Rugby and gives you 
infinite lives. It's entered using 
Method 2 to skip the first five 
blocks named THE 
APPRENTICE. 




30 FOR a*0 TO 14 
41 READ at 

51 POKE kl0f0U,UJU.t > l , filJ 

61 NEXT 

71 CALL 11011 

SI POKE 19MB, I 

90 POKE L901£,B 

111 CALL WE7A 

111 DATA 21, ba, 12, 11 ,4a, 92,3 
e.2e 

120 DATA cd,al,bc f d2,00,00 i c J 

: p 



Sal Combat 

Dan Rodgers of London has 
some tips for the combat game 
that he says should allow you to 
carry on endlessly. 

For white- to black-belt 
opponent you should advance 
two paces forward and hold a 
chest kick- Whi^n the opponent 
is near enough, chest- kick re- 
peatedly, never allowing your 
foot lo touch the floor, Thai 
should do them all in 



If IW1E 1:»MER l; IK Isf 
a LOCATE H f iz:nnn # pihs 

i wit,*/ 



Southern Belle 

Andrew Duff of Tain has some* 
hps on the Hewson steam- 
locomotive game thai should 
help you stay on time. 

Firstly as an overall tip it's 
best to use accelerated time 
during each journey, as this 
makes the whole journey trorn 
Victoria to Brighton last 12 to IS 
minutes instead of an hour, 

Starting off is easy, pressing 
C four times to put the cut>o£f 
full on and whistling* then putt* 
trig the regulator half on (press- 
ing JJ twice) After a few sec- 
onds you will pull out of the 
station. When your speed is 
higher than 4 you should press 
R twice again to pur the regu- 
talor full on. 

Once a speed of around 
30-40 is achieved you can ease 
down on the cut~oc\ pressing 
Control-C twee to put it ai half. 
When going downhill very fast 
put the regulator on half and the 
eul-off on its lowest position but 
not off; re turn to previous sett- 
ings for normal travel. When 
chmbing gradients the regu- 
lator should be full on and the 
cut-off about half or more. 



Stowing down is best done 
with light or medium braking, 
but putting on the blower and 
closing the regulator will also 
slow you down quite fast. Before 
entering a tunnel put the blower 
on and whistle a second or two 
before entering the tunneL 

Try to conserve as much 
coal and water as possible 
throughout the journey, 
although it isn't easy. As a gen- 
eral rule having no coal and 
water at 2 or above at Clayton 
tunnel should see you through 
to the end 

If you are going very fesl 
Cover 70) as Clayton or Patcham 
runnels it is best to use hght or 
medium braking, roady for 
going slowly into Brighton. If 
you tit the buffers at Brighton at 
a high speed you will crash. 
You must stop within 60 feet of 
the end of the platform - this is 
tough and you'll need practice 
to achieve it. 

Remember to observe the 
speed limits and to use the 
blower and whistle fOT the 
tunnels. 
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For the black belt and aM 
Dan bcirs you should somersault 
twice into the middle of the 
screen and then repeat the rout- 
trie Willi the chest kick. When 
she throwing seats come aioug 
the g round, use a flying kick to 
avoid Ihem. as you will often 
injure your opponent as well. 
When the stars come at Load 
height, duck. 

Get Dexter 

Andrew Mansell of Sharpthorne 
has a tip for the PSS/Ere game. If 
you preae the Delete key it will 
pause the game, 

Tobruk 

Michel Peier Rembo from Brigh- 
ton has a method for winning on 
the PSS war game. Jt hardly teste 
your strategic and tactical skills 
but it works 

1. More all units with a 
movement allowance and sur- 
round Bit Hacheim. 
0. Move supplies to within six 
spaces of units. 

3. Keep attacking Bir Hacheim 
with all units. 

4. Every move, try 10 move 
supplies irounci a bii so they 
won't get hit by an enemy air 

strike. 

5. On command phase use all 30 
points on air attacks. 

6. When it comes to the air 
attack always bomb Tobruk. 

7. After bombing Tobruk three 
times it mil surrender. 



Stainless SteeJ 

We gave you the cheat method 
on the Mikro-Gen ahoo^nvup 
last month and now wo ve got 
paying ups from Neil Brown of 
Lisburn and Keith Welle r of 
Rayteigh> Incident Ally, the cheat 
method has become slightly 
clearer than holding down the 
top two rows of the keyboard - 
try just pressing the keys 
MSKROGEN simultaneously, 

Zone Q: The helicopters 
need to be hit lwice,so make it 
count. If hit only once they fly all 
over the place making them dif- 
ficult to hit. To shoot them just 
position yourself facing across 
the road as they approach on 
the scanner. When they are 
nearly on the screen, fire a cont- 
inuous line of bullets across the 
screen and you should get the 
necessary two hits. Always use 
the scanner before venturing up 
the left side of a row of cars. 

When dealing with the 
metal eyes, try to get them just 
Showing at the top of the screen 
where they won't normally fire 
on you. Don't forget that to enter 
the car at the end of the zone 
you have to touch the right side 
at it 

Eone U You have to walch 
your fuel carefully here since 
the desert section has to be 
negotiated quite slowly. Stay 
around at the start for a while 
picking off the missiles r and 
keep careful watch on your 



scanner to see when a missile 
may be corning up behind you. 
When y#u reach the first barrier 
don't forget to shoot the square 
droid because you have to de- 
stroy all of the enemy to com- 
plete the zone. 

You can sneak by on the 
right aide of the first barrier and 
over the starfish on the right of 
the second barrier. Don't forget 
you've got to stioot everything 
and can't get past the w&H at the 
end of the zone. 

Zone 2: Bomb (ho subs until 
the planes arrive and then pick 
them off. Try to pick just one 
sub to keep bombing so you can 
hit it accurately. When you 
conic across fuel leave it until 
you really need it because 
you 11 need a lot. 

Zone 3: [fa much like Zone 
0 so just progress through ii in 
the same way. 




Fourth Protocol 

Barry North 0 i LiUlehampton has 
come up with some excellent 
tips for the first par! of this game 
of incngue and deception that 
should enable you to complete 
it. 

On June 8 you receive a 
memo asking you to install 
security sysienut in the CO Daja 
Analyst biulcuxtfj. to Which you 
must reply yea. The basement 




FORSYTH 

THE FOURTH 

PROTOCOL 




THE GAME 



musi bo locked in the following 
way: both computer-room 
doors, the office arid the data 
storage area, On the ground 
floor you need to lock the main 
entrance doors, the desk and 
key room, the ofnee. the secur- 
ity door and the meeting room. 
W you carry that out correctly 
you'll get another memo later 
on which requires you to decide 
on the order of importance of 
the following: 

L Computer audits by system 
analysts. 

2. Special password changed 
weekly. 

3. Special keys to secure areas. 

4. Phone calls through human 
operators. 

Their correct order of im- 
portance is 2431, which should 
stop hackers getting into the 
system. 

Cencom contains tho file 
Telephone which lists three 
numbers: Blenheim computer 
04382731, medical security 
71288989, and Sir Anlhony 
Plumb 12337363 The last num- 
ber should be used when the 
player knows all the details 
about the traitor and his contact. 
Don t dial it if you aren't sure 
because you will lose valuable 
prestige points. 
Medical security can be 



called only after Br acton has 
called you. Bract on seems ob- 
sessed with calling you so read 
his file along with Thorn s 
Blenheim' s computer can be 
called at any tune: by giving the 
decoded password you're 
given at ihc start you can trans- 
fer ales to Cencom, where they 
can be examined. 

Among the files yon can get 
from Blenheim are: Kate, paper 
Li paper 2 t paper 3, paper 4, 
paper S. MoD, Cabinet, Fore- 
ign. Abbs, Stems ft y. pizza, 
Msras, Pasternak, Faulkner, 
Bracfon, Thorn. Blodwyn. trad, 
names, delivery, Nikon, 
Ompardc. Shouku and Fox. Ry 
analysis of the files papers 
MqD. Cabinet and Foreign you 
can narrow the traitor down to 
one of five men who had access 
10 all the documents and a 
photocopier. 

Generally ft* more 
wajchers you have on a larger 
the faster you get the results. 
Always answer the phone 
quickly because some of the 
r»*tl« are vety important. Never 
have watchers on targets that 
hare already been dealt with as 
it losses prestige points. Some 
target* such as Warbuiton and 
Banister require the full 25 
watchera to get results, 




Nexor 

Justin Cole from Colchester has 
a Method I poke that gives m- 
: in : c l 3 lives on Design Design's 
3D arcade adventure. 



11 HQK 1; BORDER 2: IKK 1,2:1 

IK l,2t:lKK 2,15: INK 3, IB 
21 t-UF M 

30 PEAS bt:lF W='Md* THEN 
41 ELSE MftlVtMriPKE 1 
b:a=ati;t=ttb:S(HQ 31 
41 IF mm THEM rtlWErr 
or in data - :EM 
51 CALL LBF00 

iS DATA 3e,ff l c4 l 6b l fac l ll v ff 

ii 

73 DATA Id trfp77.be ,21, If 
( ll 

81 JATA £d r 83 1 bc 1 i:d p 7i l k l f3 

i« 

91 IATA If , cl f 11,11, «,c4 t ?Z 
til DATA 21,11,12,11,1 f,il,c 
l!l DATA 11,1+, 32, 24,39, c3 f l 

p«a 

121 DATA fid 



Roland goes 

Caterwauling 

Do you rerr.ember back in the 
April issue we printed a spoof 
hi -score sent m by a reader 
from Denmark? Wall, surprise, 
surprise, jamos Anderson from 
Glasgow has sent in a poke for 
thts non-existent game. Jus* Type 
n in and run it - you won't need 
to rewind the non-existent game 
tape or skip any imaginary 
headerless filee. 



:e mode i 
.bb 

» IATA 3e,55 ( cd J 5d ff bb 
40 DATA 3t,« l cd f 5d l bb 
5f IATA 3t,4b l cd l H,tt 
ii DATA 3e,45 f cd 9 5d f bb 
70 IATA 3e P 52 f cd T 5d i fc& 
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98 SMI td.lMM' 
i« F5S a=M68i TO HMf4J 
110 ftEAl iliPOKE ijHLiV*! 

123 NEXT 
133 CALL V\m 



Batman 

Neil MacDougall from Bristol 
answers the prayers of all 
raped crusaders with the disk 
version. Just type \\\ the listing 
and save il onto the game disk. 
Now whenever you want infinite 
lives just run the listing and it 
will automatically load the game 
with ftttimsc lives. 



Star strike II 

Tips for the Real lime game 
come from P jolleys of Wigan, 
who lakes you (h rough it stage 
by stage 

When you aiait the game 
you are shown a chart of the 
systems. If you're a beginner 
then go for The Beta system, 
which is relatively easy. Once 
you've chosen a system, the 
in rip of ltd planets appears. 
These are spiit into three types: 
Agricultural - Them have, poor 
defences and are the easiest of 
iha three. The Stages are space 
gateSp fighters, planetary desc- 
ent and control room. 
Industrial - These are sightly 
harder, consisting of space 
gates, fighters, ventilation duct 
and control room. 
Military These are the har- 
dest of the three. They are 
made up of the space wheel, 
space gates* fighters, planetary 
descent, ventilation duct and 
control room. 

Note that sometimes an 
alarm will sound and a load of 
coloured rectangles will head 
for ycu. They can't be shot so 
you have to dodge them, but 
fortunately (hey don 7 f take much 
off your shield , 

Space wheel: Appears on 
the screen and moves clock- 
wise. Rotate the ship anti- 
clockwise and blast the pods off 
the wheel edge. A door opens: 
centre the cross-hairs on it and 
press D. Relate the ship against 
the spin of the wheel until the 
door is horizontal and then keep 
it there. Once inside blast th£ 
fighter and two of the triangles 
on the far wall. The third 
triangle stops the iris from mov- 



ing so shoot it when Ihe iris is 
fully open and fly out. 

Defence shields: There are 
several different gates you have 
to negotiate. Each one has a 
diamond-shaped gap containing 
squares and triangles. The 
triangles can be shot but the 
scuares cannot. To pass through 
safe]y h head for the middle 
square firing at any missiles thai 
come from (he guns. The mid- 
dle square is set back from the 
orhfirs; when the others disap- 
pear from view you can turn Eo 
the side Very quickly to avoid 
the final square. 

Orbital insertion: To be on 
the safe side transfer as much 
fuel to trie shield as possible. 

Fighters: It a best to turn 
your engines off! !q conserve 
fuel and keep on the windows 
(press If). Fighters have to be 
shot three times before they ex- 
plode and reveal the fuel pod. 
To get the pod just keep it in 
sight and thrust hard towards it 



beat you. Scavengers need only 
one shot to destroy them. The 
number ol lighters depends on 
the strength of the planet. 

Ground attack: This is the 
easy bit All you have to do here 
is avoid the moving rectangles, 
missiles and vertical lasers and 
blast it way at everything else. 
Go at full speed to save fuel. 

VeniilMtSon duct: Stay at half 
speed and just try to dodge 
everything. Be particularly car- 
eful with the ir ises. 

Control rooms: Each planet 
has either a reactor or a battle 
computer. Just shoot il and fly 
out of the floor that opens. 
Otherwise you return to the 
ground attack or ventilation 
duct of that planet. 

The easiest system is Beta, 
then Alpha and Delta. Do 
Epsiion last: this is the toughest. 
When refuelling in trie module* 
fill up only your energy bar or 
you'll never be able to complete 
the game 




IB HOSE I'Mflt i:\Wt l p l;I0 
RDH CINE 1,6:1k 2,21:11k 
3 2 A 

20 LMB'bil3,«ft\lC§l3 
31 FOB i=UtFH TO LBFZB:REAB 

si:P0K i.w.rfc'tiiniEn 

41 CALL IBFtt 

31 DATA 0*,I7,!1, 40,01,21, H 
,M 

hi MTA rd,ce t be ,21 ,27,^,11 
,11 

n tm 11,16,16,^,77,^,21 
If 

30 I ATA ll^Ca.bc.ciVi.bc 

,21 

*0 IATA9|,Ic,34,Jf,c3 f H,Ii 

,42 

110 DATA 6i f 2t,73,62,i6,0l,l 

U 



December challenges 

This month's challenges should 
keep the mappers happy, so get 

1« A poke allowing you to use 
chests more than once in Druid 

2. A poke giving invulnerability 
on Lighrforce* 

3. A map of Frost Byte 
4* A map of Prodigy. 

S. A map and playing guide to 
Icon Jon 



Winners 

Thai arch-poker Fhil Howard 
has grabbed the big prize this 
month with pokes on Thrust, 
Alien Highway, ar.d Monty on 
the Run. A much-deserved re- 
ward for consistent high quality 
and quantity over many months. 

The nuiners-up are- Dave 
Newton and Richard Nichol- 
son, who independently aenr 
Thrust playing guides, P Jol- 
leys for the St&rstnkc U playing 
guide, James Moloney for the 
Doomdark map, and Nicholas 
Pa vis lor hit Apprentice poke 
ana map. 
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Try beating oik AMDRUM ! 




a DIGITALLY RECORDED REAL DRUM SOUNDS 
SIMPLE TO USE — UP AND RUNNING IN ONLY MINUTES 
A TRUE DIGITAL DRUM MACHINE 
•HEAL TIME' Ofl ON-SCREEN PROGRAMMING 
COMPLETE WITH SOFTWARE 
EXTRA SOUNDS CAN BE LOADED FROM TAPE 
CREATIVE, EDUCATIONAL AND FUN 
THE MOST EXCITING PERIPHERAL EVER DEVELOPED 
DYNAMIC FILING SYSTEM — STORE OVER 
1000 PROGRAMMED RHYTHMS 

TAPE SYNC FACILITY 
SONGS CAN BE SAVED ON TAPE/DISC 
POLYPHONIC 

COMPREHENSIVE MANUAL 
JUST PLUGS INTO MOST HI FI'S 



Available from >^ P^^^fHigh St. Stores 
and all good computer shops Or direct 
from Cheetah Marketing. 




Marketing 



DEPT. A A l WlLLOWDPOQK SCRHCf PWflt.CftCrtrtWfy. m*&1?l MEUCWkCAflM* 
TELEPHONE : CARMFF ftllS 2) tTTl2t TtL tt : +*7*4f 



' F4d and 



BUY YOUR 

SOFTWARE 

FROM YOUR 

ARMCHAIR! 



Amstrad Act 



By the tint* you've reached this port of tfw magazine, 
chance* Qm you'd love to get yow hands on some of 
Ihe software w#Vti reviewed. And that's just what you 
cun do. Our mail order service allow* you to ord#r 
virtually ANY piece of software for the Amstrad 
micro* reviewed in the magazine, Whafi more you 
con save yoyrtolf o good sum of money on shop 
prices AND qualify for great fro* gifts- 

Hoy, if % a wonderful woy to buy your softwaftf 



SUPER FREE GIFTS! 

Here's Ihe great range of sdtware that you can get FREE wilh your 
order - most of these titles normally cosling over £6. If your total 
order is over £15 you wit! receive ONE free title, and if its over £30 
you get TWO! Use tne order form to mark your preferences and to 
delete any titles you already have. Although w& will supply your 
preferences if we can. we do not guarantee this - so be prepared for 
aMVSTEHYGIFT! 



KUNG FU/NUMBI ft 1 

Jwq ^r^flt Ocedn games on one tape, 
as g^ven iway with the Chmienas. "85 
i?MJ4 of AA, tl yau misled it ihffn. you 
□□uld yes il now, 

THE COVENANT DIjKO* 

a full version of the AAJtavod PSS 
g*me on tape, taqylho* wilh d^inda 
of four other PSS tills*, and jjulruc< 
Hons for iransfeiimcp Th& C&VGiMjU 
ia dusc. Ai fediufiid on ih* cowr of 
our May issue- 

CASUTTf oniv 

Devil's GrorWFt 
Ah#n B 

Herbert's Dummy Run 
Everyone 's a WaNy 
Americam F&ctbatt 
Electro Freddy 
Punter Kriter 
Luserwarp 



Splat 

Chuckie % 
Clstssic Adventure 
Wriggler 
Fyjamtframa 
Spaimt*rm*m 
Hunchback 
Ma sJpr Chess 
FolAiid goes Digging 
Message from AndrvmGd* 
SpAC@ Hawk 
wmter Gsm^s 
Doomsday Bluvs 
(7f*t Dewier 
Big Le<igu& Soccer 

Mi report 
Alien Highway 
S WorM 

TLL 

High way En cornier 





VOUCHER 
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VOUCHER 




HOT STUFF 



FREE! 

with any order over £5 

A C15 cata cassette containing 
high-quality tape specially desig* 
ned for computer users. It comes 
in a library case with blank inlay 
card 



FREE! 

with any order over £ 1 5 

Your pick of any one of the same* 
featured in the Super-gifts box. 
Most would normally cost £8-10! 



FREE! 

with any order over £30 

A blank 3" disk OR your pick of 
any TWO of the games featured in 
the Super-gifts box. 



HOW ORDERS ARE DEALT 
WITH 

Amafrad Action Mail Order ia ran 
here in Somezton by the super- 
efficient SUE f AVtiOR, the woman 
who aria more mail in a. day than 
mast people get e*cfe T*ar 1 

Unlet* y^GT carder inrlndea 
pTOgrimi which qut suppliers 
cansiaf gtst h&ld of tor nome re- 
ason. Sue despatches All pack&gefe 
by (Iriit ckBi mail within we « 
three Marking d&ya of leeeLvLng 
the order*. There fors, yon can 
normally ex pec I Id receive yOfcr 
paiceS a boa! a wctJi to 10 day* 
after ordering . 

If if p d«Uyed bcygnri that 
tharitrft aie yau'va ordft-rFci a Im* 
which hasn't yet been xe-leased or 
la temporarily uriAvaUabta. In 
which caie a phone call from yon 
WONT i peed Ihin^v Up. flfi tact 
the Keverte - phone calls arc very 
limp-- con Biimi tig.} If a long delay 
were likely we'd let you know. 



PLEASE BEAR IN MIND 

1. The fact that a program it re- 
viewed in the magazine do*a not 
guarantee its availability since 
iom« software ia reviewed 
BEFORE it has AtfUfclly been 
feleaati!. 

2. We are happy to rerunri. you* 
Odder al any bine up to the de- 
spatch of the goods. But became of 
ih* po»iLbiHiy of copying loft- 
ware, no refund or tKchange 1o an 
alternative piece of software can 
be given after they have been de- 
spatched. Software which does rtol 
load may be returned for a re- 
placement catietlt or diac con- 
taining the iim« iottwaia cither tu 
hi or directly to the software 
house concerned- 

3. We try to be accurate ai we 
can with detail* of price, compati- 
bility and diffc availahlMiy. but 
canjtol accept Liability ior any 
error* that creep in. 



OVERSEAS READERS WELCOME 

Readers in the Be/public of 
IRELAND can older any ol these 
$eod* a* the same relet as British 
reader* provided thai payment Js 
mi da in pound i Sterling, If you 
with io pay in Irish pewnm yn 
muit add a IftXbO auicbarg* 
ADDITION to aJ low rnfj for the 
current eaciiangw rate * thal's 
what it costs ns to pay In your 
ohfrquct or p octal orders. 

Reader* elsewhere in 

F rj R O Pf. c El li Si :i :1 I | ] |HI r Wottfa 

item io the cost of their order, 
payment mail be in pounds 

Starting 



Send mis Icrm dI-js Daymen* io, AAMan 0?d*r, 18 Pine weed Drive. Sonier1on.Somefsel,TA 11 6JP 




MAIL ORDER FORM 




Name. 



Telephone n.0. (if pOSS) 



Address. 



■ P- + 1- + + H I II****"rPf»tftl P*-t + i i r Hi* kl-d ill I * + + + ■■ <i . - r F • 



«-< . + ...Post code „ ■ ■ ■ ill 

Machine owned: □ CPC4B4 IZCPC 664 IJ CPC6128 

irUtrthfc pttfrikni* year wish teoffdor fri (h* *p*c« bfclew. tMesr 'PRICE' F eu rfiuiI thtfuii rttsll prios. 1 you wuH mw» than Civ* liami, 

you thou Id ;i»t Lh*m on » i4£4r»1* pke* of popor. 



SOFTWARE TITLE SOFTWAREHOUSE DISC/CASS PRICE 


1 






2 








la 
















PHE- DISCOUNT TOTAL 





rid* on*Q'tht lowing twofo'^a to youf PftE-ftSCDuHT TOTAL 

U UtTderK 3 £5-9.99 lendasn aSQpdisfiour.: voudw, U ClO- ^.flg, I enclose a C1 discount voucher, 

_ C* 5- 19.99. lon^DseaCl voucher and clam a f<eeg r! C 20.99. 1 enclose a E2vaucrver and claim a Irfiegf?, 
I"l E30-d0.TO. I enclose a C2 voucher and ctai m two gi f ts [~J Ovor £50, I efidose a &5 voucher and cla m gifts 
TOTAL PAYABLE FOR MAIL ORDER [-PRE OSCOUNTTomfrantisdiscounO: F~ 



Kw fr*^. tMa ait e» oamo* jfeu olroady h tv*. in* c*e!* th* qt*i t ou wmU p Miserly lk« m yow b** gMl(«^ 



Save £71 

ADVANCED MUSIC SYSTEM C D"P OT A T i 

This disk could be yours for just £22.95 |/j J | j V ^ | 



Oi if you haven't got a disk drive,,. 

Save £3.50! 

MUSIC SYSTEM 

On cassette at just £12.45 




HalfPrice^^^j 

Special offer for readers ta\ 

ISSUE 4 - w 

cassette 

Only 75p If you order any c 

The 1 1 6-page Christmas issue of 
Amstrad Action* with Kong Fu and 
Wumte/'OmfronnOceanoria cover 
cassette, retailed for £1,50 and as 
a back issue normally costs £1 .B5. 
You can have a copy and halve the 
original price if you take up any of 
this month's Special Offers. 

The cassette is arguably the 
best gift ever sluck to a magazine 
cover, and up to the standard you 

Save chaos! 

MAGAZINE BIN 

Only £3-95 



Th* original Music System caused quite a stir 
when Pete Connor reviewed it in our March issue, 
describing ft as fc a superbly executed package ( „ with a 
thorough and very clear manual*. Since then it has 
become the standard against which all music pack- 
ages have been fudged, and largely found wanting. 
The Advanced Must* System extends the Facilites still 
further, and 'the main section ... looks every bit as 
good now ai it did six months ago 1 . 

The package is very easy to use, with pop-dawn 
menus and windows. You can create three separate 
voices at a time. As you play, the lune appears in full 
musical notation on the screen. The Advanced version 
includes a printout module for printing six voices of 
music on proper staves on paper, and a linker module 
that allows larger pieces to be ployed. 

We ore offering you The Advanced Music System 
on disk For £7 less than you will find it in the shops, 
and if you haven't got a disk drive then we are 
knocking £3-50 off the cheaper Music System on 
cassette. If you ore planning to buy a disk drive soon, 
then you can still benefit os Rainbird will upgrade you 
to Advanced for £14, 

Whatever you've got this is the best way to get 
Into music and save money at the same time! 



Save £2! 

TRIO: 

Sam Goes Shopp 
Table Test 
Computer Snap! 

Yours for just ZJM 



If youVe been looking for sc 
to get Arnold educating you 
try Trio, three programs a in 
making learning fun for kids. I 
we first saw this software W 
so impressed thai we helped 
authors Itnd a suitable public 
and now we can bring it to yc 
this special price. 

Trio is the first foray inr 
educational seas by Piranha 



You asktid for litem rind 
them. No more piles of 
duller mg up your living 
getting, sob, battered to j 
cttss. instead a superb, cu 
specially designed to t.ikt 
and preserve them ui pris 
prosperity {Mid easy fiitur 



SPECIAL OFFER FORM 



Filf in your nemo, addreas and machine type on the reverse of this form. Then place a lick next to Ihoae ilems 

you Wish to order. 



1 . Druid 

□ £5.95 on Cassette 

2. Adv, Music System 

□ £22,95 on Disc 

3. Music System 

□ £1 2 .45 on Cassette 

4. Trio 

□ £7.95 on Cassette 

□ £12.95 on disk 

5. Llghtforce 

□ Cass £6.95 
D Disc £11. 95 

6. Powerplay* 

□ Just £5.95 on Cassette 



7. Magazine binders 

□ £3.95 

8. Subscription 

□ 12 months £16.50 

(UK rates Only - write for quotation 
for overseas rales) 

9. Back issues 

Ai£1.35:DNo.3DNo.5 

□ No.9DNo.10 nNo.11 

□ No12 DNo13DNo.14 
At£1.85:DNo.4DNo.8 

(Thou a! Ei,85 indue* acovsr mourned 
I Contain mg s LfiErb yams BuRn&n} 



□ Issue 4 for 75p! 

(only *lh dh* onJ«t tnn Ihws paflosi 



10. Grand clearance sale 
D Elite cass £6.95 
D Elite disc £9.95 

□ Batman cass £4.95 

□ Batman disc £695 

□ NewWorddisc£29.95 

□ Strloop* disc £6,95 

□ Sorcery+disc £6.95 

□ Raid disc £5.95 

□ Cyrus Chess disc £6.95 

□ Dambusters cass £4.95 

□ Bounty Bob cass £1.95 

□ Deadline disc £9.95 

□ Seastalkor disc £9.95 

□ WSBball cass £3.95 
DYAK'ngFucass£3,9S 



TOTAL NUMBER OF ITEMS TICKED | | 



TOTA L AMOU NT PAYABLE ON SPECIAL OFFERS £ 



1 enclose a cheque or postal order for this am out. plus tho total payable for mail order on the reverse of this 
form. ThepaymorUis made out to FUTURE PUBLISHING LTD. 



Mastergame! Save £2! 



OFFERS DRUID 



advantage of these pages: 



item from these two pages! 

pay pounds for over the 
iter. Kung Fu has superb 
lation and a two-pEayor option; 
ih&r One is an addicliv« rolterball 
m with super-fast 3D graphics. 

And She is^e rt&olf isn't bad 
ter. with our usual reviews and 
v§ t a took inside the doors of 
*aa and plenty of maps and 
rie-pokes , Superb va] u e at £1 .50 , y 
i it could be yours for 75pt! 



Only £5,95 on cassette! 
Here it is t the great AA mastergarne 
whtch notched up a 93% rating. Featuring 
superb colour graphics with smooth, 
multi-directional scrolling. Firebird's 
program pits you against a host of evil 
creatures. You have three different types 
of weapon to blast them off the screen. 

Combine all that with a large 
playing area and a feature whereby a 
second player can simultaneously take 
part in the game, and you have the 
ingredients of a winner. It's an absolute 
bargain at its full retail price of £7.95, 
Knock off two pounds and you canl 
refuse. 



i look every bit as good 
and include the n*me 
embossed in blocked 

i thfe spine. Individual 

eld in place by being 

of 12 wires 

s, don"l delay. Request 

iway' 



SUBSCRIBE! 

Ensure that you get the next IS 
copses of Amslrad Action frith 
ih& nunitntirn of fuss. £16.50 will 
make sure (hat every Lssus 
materialises on your doormat 
without you having to lift a fin- 

3«- * ' 



AA Rave! Save £2! 

LIGHTFORCE 

Only £6.95 cassette, £11*95 disk 

This game is Faster Than Light. A really 
classy shoot-em- up with beautiful 
graphics. 

You have loads of alien species to 
blast and four different zones to play, 
with both ground and air targets to 
destroy. But above all the game's 
addictive. How long can keep your finger 
off the button?! 



: asset te P or £12*95 on disk 



"small but lethal' software team 
within Mac mill an , which is one of 
Britain's most respected names in 
the world of books, 

The three programs in the set 
are Sam Goes Shopping (a challenge 
to even aduft memories). Tables 
Tost and Computer Snap! (with no 
cards for parents to have to clear 
up afterwards). It is great fun for 
kids of all ages! 



Stock clearance! 

AMAZING 
BARGAINS 

Great software at under half price! 

Our Aladdin 's Cave of software treasures 
has become rath&r full of late, and we've* 
decided to have # cle&rout. 

So here s j unique opportunity to pick 
up g&me superb software at sUly prices, 
hike half price or less- Check out die titles 
below And if you want to order, move fast, 
because we only h^vo iimit&t supplies at 
thes&pric&s. 

ELITE 

Firebird 's space mfcge-game Only £6 95 on 
cassette or £9. 95 on disc! 

BATMAN 

The superb 3D arcade-adventure from 
Ocean. Drily £4.&5 on cassette or £6 .95 on 
disc! 

NEWWORD 

The pow^r-packed WcjrdStaMompatible 
wordpiocessor front NewSiar. This version 
is for the CPC 6128. Only £29-. 95 on disc 
reduced from £69! 

STRANGELOOP PLUS 

Demanding, futuristic action in a huge, 
biwre robot factory. Only £6.95 on disc! 

SORCERY PLUS 

Widely acknowledged as one ol THE great 
Arnsrrad games - just £6.9!> oil disc 1 

RAID 

The controversial shoot-em- up against the 
Russian 5. just £3,95 on disc! 

CYRUS II CHESS 

Powerful chess program with a gorgeous 
3D display. Only £6,95 on disci 

DAMBUSTERS 

Famous flight-simulation action from the 
second world war. Just £4.95 on cassette!: 

BOUNTY BOB STRIKES BACK 

One of the world s most addieuve platform 
games. Now only £1,95 on cassette! 

DEADLINE 

A superb disc text Ad venture from Infocora. 
This is ihe 6128 version. lust £9,96 to clear? 

SEASTALKER 

Another Infocom great - a perfect introduc- 
tion to adventuring for 6 ISO owners. Disc 
only £9 95 to clear! 

WORLD SERIES BASEBALL 

Too famous sports simulation From Imagine. 
Only E3.D5 on cassette. 

YIE-AR KUNG FU 

Imaginc's tufi.uiou:? comb al t^tcnt:. Now only 
£3.95 on cassette! 



THE ALL-IN-ONE ACTION FORM 

This form has been created by the Save-Your-AA-From-Being-Overhacked-Department 
You can use it to register your votes for Games and Serious Software, or to send in your 

Type-ins, without losing any news or reviews. 



GAME CHART VOTING FORM 

/ would like to vote for the following games: 



PLEASE NOTE 

YdU hjava a TOTAL ot 10 volts f&r eacJi chart t& allocate 
between up to live prog rams - eg you can give all TO to 

one program or a pi it Iherrtsay 4 *2#2+1 +1, 



GAME 



1. 



3. 
4. 
5 



SOFTWARE HOUSE 



VOTE ALLOCATION 



SERIOUS SOFTWARE V 

/ would like to vote for the following pat 
PROGRAM 

1. 


OTING FORM 

ikages: 

SOFTWAREHOUSE 


VOTE ALLOCATION 


2. 






3. 






4. 






5. 









You can help us out at AA, and give yourtype*ins a tar better chance of being published, by filling 
out this form and wrapping it around your cassette with a rubber band, ft would also be an idea if 
you send it in a jiffy bag as an awful bt of cassettes arrive here damaged. 

Name 

Address... 



Postcode. 



■■■■■■■■■■■ 



tlliii f i 



TITLE 

DESCRIPTION: 



/ hereby declare that the program on the attached tape is all my own work, and that it has not been 
sent to any othsr publication, nor been published in any form, or submitted to a software house 
for consideration as part of a commercial package. 

Signed ...Date 



WHAT ! 




SURELY YOU'RE NOT STILL WAITING 
FOR THAT GAME TO LOAD ? 



ISN'T IT ABOUT TIME YOU BOUGHT YOUR 
SOFTWARE FROM AMBYTE, THE ONLY COMPANY 
WHICH CAN SELL YOU GAMES SOFTWARE ON DISC 

AT CASSETTE PRIC ES 

1 HERE'S HOW IT WORKS | 



From 1h« Hi I below you pick the games you wan!, dnd we put I hem on disc ■ #a&y isn't H? We cell I hem cuitom 
compilations. The advantages pre clear; you bene Ml from I ho loading speed disc gim« offer, to you gel more out of 
your software, but you don't pay any mora then if you were buying 1h* g«m#s on It pa. Not only thai; many of tie gam as 
we off** wouldn't be avaiiable on disc * where else could you buy a Mastartronic gem* lor El. 99, on disc, If (I isn't from 

AMBYTE. 



ACTIVlSlQfd 



AC 001 
ACG02 
AC003 
ACQ04 
AC0O5 
ACQ06 



ALL »GA J A 



Ghosibusiers 


9.99' 


Mindshadow 


9 99' 


Masl*rol the I amps 


fl.W 


Rescue on Frtciaius 


9M' 


MaoVer 


9&9 1 


Barry MoGuipan Boxmg 





GH£MLIN GRAPHICS 



GRnoi T r*n$ on A Spring & 9fi 

GRQ02 Way OUhe T»o<jr 9.95 

GR003 Sup*r S*Jylh 

GROCM Bounder 6 95 

OR005 Mcnly on 1 ha Run $96 * 



A1001 


Who Dam Wins £ 


8 95 




MA. 001 


F'mco r 5 Keepers 


1.99 


mm 


Chiller 


l 99 




No^s^aquous 


1 90 


MA0W 


Loccraoiien 


1 99 




Soul r.i a Robot 


1 99 


MA006 


Formufa One Simulator 


1 99 


MA007 


One Man Bind His Dro*d 


1 99 


MAOOft 


Cavas of Doom 


1.99 




Inlo Obfcvion 


t 99 


MA0 10 


Spel* Bound 


2 99 


MAOtt 


TtwLasfl V8 


2 99 


MAO 12 


K&n* 


1.99 


MA013 


Rddioie 


1.90 


MAOU 


Five ft S*de Football 


2.99 


MIKflO GfcN 


MK001 


BaTile oi She Planets 


9 95 




Threo Wnets in Pawse 


9 9& 




Narb^M&'s Durnqiy Hun 


995 


MKO04 


Eqj<no< 


9 95 



US GOLD 



US0CM Beachhead 2 9.95' 

US0o£ Impossible Mission 9.95" 

u SM3 Wim*f Ga mes 9 95 

LiSOOd Return lo Oz 9 95 ' 

US005 Bruce Lee 9.95 

US006 Goonies 9 95* 

U&007 Zorro 9 95* 

US0Q9 BunllQht fl.&5* 

US0O9 DambuS!«r* 995 

US010 KungRj 595 

US01 1 Bourt y Bob 9 9.5 

US012 Desen Foi fl.S5 



, KUMA 


KU001 




& 5*5 


KU002 




95 


KU003 


Rock Paid 


095 


Kim A 


Fftriy Frank 


6.95 


KUDOS 


Caverns of Ma^ 


6.95 


KU007 


A/tjo Na^is 


S95 


KUOOfl 


RenegaeSQ 


695 


KUDOS 




€95 


ELFT£ 


£LO02 


Commando 




HOPS 


Somh Jack 




EL004 


Gho$1a ana Gobfins 


095 


PALACE 


PA 001 


Cftutfron 


3 99 


PA302 


Cauldron II 


399 


FIREBIRD 


FO01 


Raspuim 


7 95 


FKJ02 


Riineslone 


7.95 


FI004 


Co*: a Gapers 


795 


FK50S 


Chimera 


7.95 




Thuodertxrds 


3,95 


FJ007 


VWiow Pattern 


3.95 


FIDOS 


Dont Panic 


3.95 


FI009 


Sub&unk 


1.99 


FfOlO 


Shorts Fuze 


199 


fids i 


The Came! Ga/n& 


795 


F1012 


Nirja Master 


1 99 


FI013 


Coflapse 


1.99 


H01 4 


Hebe hopper 


1.99 


FI01S 


Thrust 


¥09 


Fi016 


Seabase Delta 


1 W 


FI017 


The WW Bunch 


1.99 


FF01& 


$ra' F rehires 


1 99 


F*M9 


Harvey Baadbangtr 


" 99 


¥¥120 


Softey Harold 


1.99 


I FS£ 



CRWi EncKjfsnce 

CflC-GJ Juggernaut 

CR003 Formula 1 

CR0O4 Blade Runner 



MAfiTECH 



7 Cft 

795 
795 
S 95 



HHUANNIA SOFTWARE 



BRO0 1 Play Your Card* RigH 7 .95 



GC002 
CC0M 



Amhem 
Down Rais 



ELECTRIC DREAMS 



M TOD 1 Zwds - The Ba'Sle Begins 

MTO-02 Brian Ja As Superstar e.95 

MT003 QeoH Capes Si rung M fl n 6.95 

MT0<J4 Sam Frot &irp PoK*r B 95 

MT005 WAR a.95* 



E0001 

EO003 



Wirter Spoils 
Spindif^y 



MIHHDfiSOn 



MS001 



Dynamite Dan 
Souldardash 



905 

999* 
9 99 * 

8 95 
995 



PSW1 TheaSf* luidpt RSS 

PS002 Ban le i« M*d ^ay fl .95 

P5O03 Batiie oT Britain 9-^5 

PSOC-4 Swr>ro"5 and So-c*r>' Q 55 



ORDERING (CPC 612&664 & 4§4 mac^nes aniy) 

DON'T FORGET YOU MUST SPE NO AT I EAST Cl 5 ON TWO QAM ES, 
Please donlord&r any ga mes marked v^ih a star (*) unless you have 
telephoned us ion she nunfcer be tm) lo fnaK& surt Ihey are available 
Thes^ games were no! available al the lirne of out {prig 10 press but 
should be when ytnj read This - butdonl take acnance- phone us. 
others ise you f 0 rd^ r mnr] hi g et delayed 

You cannrder as many games as you like, use a separate piece ol paper d 
you prefer, but don"! fofgei any of the deaMife as*ed forby ^efonn 

Phone 0277 229684 



Code Number 



Titltj 



3 A Pt L ATCaflQ 




Total Order Value 



Prl» 



Customer Code (it you have 
one please use it, il saves time) 



Address. 



Posl Cede, 



Chequ&s ar^d postal orders should be made payable to AM BYTE All 
orders should be posted to AMBYTE T 200 Norlh Service Rd. 
B renl wood. Esuv- CM 14 4SG 



CASSETTE SOFTWARE ON OlSC 



IMPORTANT 

YOU MAY ORDE R AS MANY GAME S AS YOU LIKE 90 LON G AS THE 
COMBINED VALUE OF TWOOFTHEMEXCEEDSClS YOU CANNOT, 
FOR EXAMPLE, ORDER SEVEN WASTE RTflONIG T(TLES UNLESS YOU 
ALSO ORDER TWO NORMAL PRICED GAMES 



UNIT 14, WHITE HILL HOUSE, 6 UNION STREET, LUTON, BEDS LU1 3AN 
THE UTILITY PEOPLE TEL {0582) 41 1686 



FOR YOUR AMSTRAD 464/664/6128 



. £T.K 



C?f.W 1 
gf5C I 



TRANSMAT 

w lly hit m: rh» Hindi rd *n -.spa iq sit^rrtfl! *r«* w>rr^ 15 
rr rrviftk* F4**s^4»iir6^M»w#rp^it- 

Tpimfflgll n*rr, toJ'jfc* rdu« ' F*i^ «yfcm.vrt ■ Am* er 

hi** + A ^ 3 «rt«pci T*ramifc liitr 
W» twm IM sr. FfDM onv tl f fl, 



6 BIT Pfi PIMTER PORT 

dflMi&*q Sh4W:«Y XtB,«K- 



cuec 



FIDO 

CCrit1ft*iy CrQl^iH4MWiJf1ilbM9KI«f«lfMr ,1,1*1* |l mnu+m\i ri 

<1C OTOCI yiXH'OIUUM'i - &-|* >l» |.. ^mi ryrvw ■ VMM wahsrardnti 
- Son .w*4<n4b*f t-thH -Pi itarypt^tr - f nxU ; f?nH« -VfcfV 



N OW ON HOM ODD JOB 

Sfttl 114 IEST 3tSC J-<Li^p*C**GE 

AfcftpV* d*i JlKv win * l1h*prflflr±rf*YOU Nvt "tfUtl *3 J 

- A «nc*ii Qittty *i*y*rt< #fMtt-^4u w«i w#ir* fi is 

dl*wksnr*ft4 HVy A** +l P* a>wtw 

■ Mjm flpspramtlrcm the dTOtofy 

1 - a wnwic t^nar 14 tiiTinc *nw Ate 1 aM*ms tf 

■MtaH&C«TASC» 

• "ri^ M,- yfrj ^ u4*J ps^Mfflfrlrtilriflv siK*f**«f*1(i 

* kvy«!» frf ip**diy w4k 4fc*^r wiffSfll* 
4 Met ii^ feci pn*t»tf*eflA$ Cp^fmr-i 
-Aiiifwirtja*iiuir*i».ati*diMi«ifiori* r*1&*»ru 

All IM-E. -44 IP4 ir4i4Wltpi<Ha'tl£-ai4*#K4flty 
HOW A HQV VTR&tOh ODGUC1 *tf A8tf ~ E t*.M, 



or oi r Form 



1 ^^jrM/rji^^j^.twMi^f^^'tv 



r 



I 



I 

L 



O&tJvCJ 



ADDLAiS 

is^pi 



PRINTER PAC El 



SUPER SPRfTE d> 



SCRIPTOR 



*i*t*#rf ^iMrv **+ T»* OMPrT twfalpr. 



rests rw.s* 



gvsx 



Shekhana Computer Services 



MIS 

fi!(PL0PiH3ft4T— Bfi. 7 hi 

WRIO u -4* 

T^:MALPu«4LrT-M ... 12 tS 
%r.N-:^C ..... 

r T -rMr-ri— . ., hts 

MutlCiOX , llH 

C I HE —CM 13 M 

■/.'lUTERGALItS-DI - T » 

JACK THE Mf'^E* Ml 

TH 

Ftfi^inwoHT-ca rJd 

MIMCf »i:i i« 

UCPABfcf-Ol, . Ttt 

MH D*N*lfit 11-51 Mtt 

iMBBttaC—M .......... 13*2 

lUMIAIKEM-DI MC 

HI UCK^ti „.. „ r t5C 

TiAiuUT|H-D£.. T.M 

tHCCK'flir aiOOl-. . -171 

tHA& Uh5 AOAD— D! c- M 

l?*»r«i*w-ci, t « 

At1MUTH4H6ACALl9V| T1 T« 

MMM WOL-. L M 

THlATBIiUflCI*l-OS .. *tt 

HIGHLANXR ....... ^ - AW 

tcwimo-a. .„ |7B 

JtOLUIiGM-Mr.r „„„.,_ 

?-I O^iAT .itt 

Ttfg*Ck-C3! 1H 

FOfnt _ i»i 

PAC1FIC-C2 „.J.» 

iwowppotif-cd.. — ..jjo 

STRIKE F4*(E CMP*, J JO 

*APuiflhr-t? .„?,» 
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f you haven't already played it in th< 
arcades then you're in for a real surprise - if you have then you'll be 
going Mag Max to load it into your micro. 

Mag Max could be a mean machine if you've got what it takes to put 
him together. Build him up and his fire-power increases - 
you'll need it! - believe it! 
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